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Introduction 


wormholes and learned to navigate through them. Wormholes offer an 
exciting new way to explore connected galaxies and solar systems. 
However, exploration and expansion bring new hazards. As you soon 
discover, not everything in the universe will welcome your arrival...or intrusion. 


t's approximately 200 years in the future. Humankind has discovered 


You assume the role of commander in Conquer: Frontier Wars as you attempt 
to protect the known universe from a devastating new enemy. This Conquest: 
Frontier Wars GameSpot game guide includes everything you need to 
conquer your enemy and secure sector after sector against enemy invasion. 
This game guide features: 


e General and Multiplayer Strategies - You'll find general strategies 
applicable to the single-player game, quick battle, and multiplayer game 
in this section. 

e Terran Unit and Structure Statistics - This section includes statistics 
for Terran units and structures. 

e Mantis Unit and Structure Statistics - This section includes statistics 
for Mantis units and structures. 

e Celareon Unit and Structure Statistics - This section includes 
statistics for Celareon units and structures. 

e Campaign Walk-Through - You'll find a complete walk-through for the 
single-player campaign in this section. 

e Cheat Codes - Need additional helo? Head here for a list of cheat 
codes. 
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Chapter 1 - General and 
Multiplayer Strategies 


Conquest: Frontier Wars is a complex real-time strategy game. Successful 
commanders must juggle several elements, including effective resource 
gathering, expansion, command point management, fleet makeup, and 
combat techniques. This section offers some general strategies to apply to the 
single-player campaign, quick battle, or multiplayer games. 


e There are three resources to manage in Conquest: Frontier Wars: ore, 
gas, and crew. Collect ore primarily from moons, gas primarily from gas 
giants, and crew primarily from swamp planets. You can also collect all 
three from earth planets. Finally, it's possible to collect ore from asteroid 
fields and debris (from ship explosions) and gas from nebulae. 
Increasing your resources will inevitably require expansion, which puts 
you at risk of spreading yourself too thin. Don't neglect to increase 
resource income with upgrades and collectors. 


¢ Command points restrict your combat and non-military vessels. 
Depending on the single-player mission or settings in the quick battle or 
multiplayer game, you have a specific number of command points to 
use in your fleet. For instance, a Terran dreadnought requires five 
command points. Once you have used up command points, you won't 
be able to add new ships to your fleet until some are lost. Manage these 
points carefully. Don't build too many harvesters or fabricators or the 
lack of additional combat vessels may prove costly in a battle. Likewise, 
defensive turrets require command points. Play defense too much and 
you could be overrun by an opponent's fleet. Salvage any ship or 
structure that’s occupying command points but not being used. Put the 
command point to better use, such as an offensive ship or an additional 
defensive platform. 


e Conquest: Frontier Wars ships are carefully balanced so one single type 
of ship can't dominate the others. For instance, while the Terran 
battleships and dreadnoughts are powerful close-range ships, without 
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antifighter support from corvettes and fleet carriers, the 
battleships and dreadnoughts could be easily shot down by groups of 
Mantis carriers. Keep in mind, however, that different ships possess 
different speeds. Avoid sending faster ships (usually weaker) too far 
ahead of your slower, but stronger, companions. If you do, the lead 
ships will suffer the brunt of the other fleet's front-line forces. Send your 
fleet in as a group. Hotkey minigroups within the fleet to perform certain 
tasks, such as flanking or serving as antifighter duty. 


e Don't forget to use "terrain" to your advantage. Even though Conquest: 
Frontier Wars takes place in space, there are still areas that affect ships 
in various ways. For instance, asteroid fields slow ships down, black 
holes send ships to random locations on the sector map, and different 
nebulae can speed up, increase damage to, or remove the shields from 
your vessels. While you should make every attempt to avoid detrimental 
areas, make an effort to force the enemy into disadvantageous 
situations. Trap an enemy player inside a dangerous nebula or surround 
him or her within an asteroid field. 


e Special weapons are arguably the most important element in combat. A 
player who effectively utilizes special weapons can wipe out an enemy's 
fleet with far fewer casualties. The battleship's tempest charge can 
decimate players who neglect to keep their fleet spread. The Mantis’ 
repellant cloud can hold an enemy fleet in place or slow them down 
while Mantis fighters pummel the defenseless craft. Unless you're 
playing a resource-heavy game, don't purchase every upgrade unless 
you plan to use them. Pinpoint your enemy's weakness and research a 
special weapon that helps exploit that weakness. 


e In the single-player game, it can become extremely frustrating if you fail 
to protect your critical admiral units. If an admiral dies in the single- 
player campaign, the mission automatically ends in failure. Pay close 
attention to your admirals' health. As soon as an admiral's ship enters 
the red-colored health bar (or perhaps even the orange), send it back to 
a repair platform. Don't lead your fleet with an admiral's ship or it will 
become the first target for the enemy ships. Consider grouping your 
admirals together and send them in after your fleet. 


e Repair platforms can resupply ships, though you must dock with the 
repair platform to conduct the resupply. A supply platform can resupply 
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any ships within the supply radius; alternatively, you can dock 
with the supply platform for a quick, instant resupply. It’s the fastest way 
to resupply supplyships. 


e Practice with a race in quick battle before attempting to tackle 
experienced online human opponents. Study each race’s diverse 
technology tree to learn its strengths and weaknesses. For instance, the 
Celareons excel with defensive platforms and feature the most of the 
three races. The Celareons can hold off entire fleets with a mix of 
defensive platforms protecting wormholes. The Mantis excel at long- 
range fighter attacks combined with stop-them-in-their-tracks special 
weapons. Don’t hesitate to employ khamir with explosive ram to nail 
larger ships stuck in a gravity well or other special weapon. 


e Study the wormhole layout carefully and pinpoint choke points. For 
instance, locate a single or multiple wormholes that your opponent must 
move through to reach your important territories. Defend these 
wormholes as you expand toward your enemy’s territory. Force a player 
through a secondary wormhole and ambush them there with a powerful 
fleet. Conquest: Frontier Wars wormhole system creates a much 
different real-time strategy game allowing dynamic flanking and ambush 
maneuvers. 


e Along the same lines as studying the wormhole layout, make sure you 
maintain active scouts throughout your surrounding territories. A crafty 
opponent will attempt to surprise your defenses. Eliminate the element 
of surprise with effective scouting. If you know what’s coming, you will 
have a much better chance of holding off the attack. 


e Minefields can pose hassles. Use scout vessels (such as the Terran 
infiltrator) to spot them. Also, certain special weapons can destroy 
minefields. Use the Terran tempest charge or the Mantis gravity well. 
The Celareons can employ the portal to avoid a dense system of mines. 
If you’re brazen, simply send cheaper ships as lead ships and implode 
yourself on the minefield! Also, don’t neglect the importance of both 
using cloak and detecting cloak (also done with scout ships). You can 
quickly devastate an enemy’s harvesting centers with small packs of 
cloaked ships if the enemy has neglected to take measures to detect 
and counter cloak. 
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Chapter 2 - Terran Statistics 


This section reveals Terran unit and structure statistics. 


Main and 
Unit or Unique 
Structure Ore |Gas /Crew/|CP |Prerequisites |Armor |Weapon (or |Description 
Name Special 
Ability) 
Small, quick gunboat 
Sallilcaser that eet a ae 
Corvette 150 |0 10 |-2 |Light Shipyard Light [Turret and [CANNON fo fend o 
Flak Cannon | Carrier fighters. Good 
versus units with light 
armor. 
Medium gunboat that 
fires armor-piercing 
fut Light Shipyard, |, . Missiles and |missiles, four to eight 
Misc eeuiees e000 ee = Ballistics Lab Light Cloaking in one salvo. Good 
versus units with 
heavy armor. 
Light Shipyard, Carries troops to 
Troopship 500 {200 |200 |-2 ae None | Troops sg eee aa 
Facility ships, and platforms. 
Small ship with 
No primary —_|excellent speed and 
Light Shipyard, weapon but _ |large sensor radius. 
Infiltrator 50 50 None |-2  |LR Sensor None two abilities: |Can ping system to 
Tower Cloaking and |track down units. 
ping. Excellent for recon in 
unexplored systems. 
Two double- |Large ship that has 
Heavy barred heavy |two double-barrel 
Battleship 500 |300 /100 |-3 Shipyard Heavy laser turrets turrets, each firing a 
and tempest __|twin laser bolt of 
charge. destruction. 
Large ship that 
Heavy See two wings of 
Shipyard, ighters (six ships per 
Fleet Carrier |400 |350 |200 |-3 Squadron Light Fighter Wings | wing) for long-range 
H attacks. Vulnerable 
anger 
to close-range 
attacks. 
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Terran Statistics, cont. 


Main and 
Unit or Unique 
Structure Ore Gas_ /Crew |CP /Prerequisites |Armor |Weapon (or |Description 
Name Special 
Ability) 
Heavy Medium ship with 
Shipyard, multitargeting ARC 
Propulsion cannon that fires an 
eet 250 500 |100 |-3 JLab, Medium aera ionized electrical 
Displacement beam that arcs off 
Lab, Naval one target onto 
Academy nearby units. 
Large ship that 
Heavy Three triple- |unleashes massive 
Shipyard, barreled damage from three 
Dreadnought |1,000 |700 300 |-5 |Propulsion Heavy jheavy laser jcannons that fire 
Lab, AWS turrets and large laser bolts. 
Research Lab aegis shield. |Most powerful ship of 
the Terran forces. 
Only Terran ship that 
can build and repair 
platforms, as well as 
; salvage platforms. 
Fabricator 500 0 10 -1 |Headquarters |None None The salvage value is 
50 percent of the 
total cost of the 
platform. 
Harvests ore from 
: asteroid and debris 
Harvester 200 0 10 -1 |Refinery None None fields and gas from 
nebulae. 
Headquarters, Resupplies ships 
Supply Ship |200 150 20 -2 |Supply None None within limited radius. 
Platform 
Requires three slots. 
Used to create 
fabricators and 
Headquarters |4,500 (2,500 /|1,500 |+25 |None Heavy |None supply ships. This 
platform can supply 
ships within a limited 
radius. 
Storage Requires two slots. 
Capacity: Harvests ore and 
Refinery 400 0 0 0 |Headquarters |Medium 1,000 Ore, gas. Builds 
500 Gas harvesters. 
Requires three slots. 
Light Builds corvettes, 
Shipyard 800 0 0 0 {Refinery Medium | None missile cruisers, 
troopships, and 
infiltrators. 
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Terran Statistics, cont. 


Main and 
Unit or Unique 
Structure Ore |Gas |Crew|CP /Prerequisites |Armor |Weapon (or |Description 
Name Special 
Ability) 
Requires two slots. 
Resupplies ships and 
Suppl : gun platforms, as 
a ate 600 /100 |o |0  JRefinery Light — |None a een 
allies, within a limited 
radius. 
Requires two slots. 
Resupplies and 
repairs ships, as well 
Repair Supply as those of allies, 
Platform [300/800 [0 0 oa atin Medion: None within a limited 
radius. Gun platforms 
can be resupplied but 
not repaired. 
Requires two slots. 
Marine Storage Recruits crew from 
Training 400 |0 0 0 Headquarters |Medium |Capacity: 200 |earth and swamp 
Facility Crew planets. Researches 
troopship upgrades. 
Requires two slots. 
oa Marine storage pena van 
A 1,200 |200 /|0 0 Training Heavy |Capacity: 350 oe 
cademy Facility Crew facility. Builds 
admirals in 
multiplayer games. 
Requires three slots. 
Builds battleships, 
Lote d 1,500 |500 = |0 0 elite lull Heavy |None fleet carriers, lancer 
cruisers, and 
dreadnoughts. 
Requires one slot. 
_e : Researches weapon 
Ballistics Lab |400 |200 {50 0 Light Shipyard |Medium |None and missile pack 
upgrades. 
Requires one slot. 
ne 500 500 |100 Jo eee Light [None Researches fighter 
wing upgrade. 
AWS fang Requires two slots. 
Research 2,200 |1,200 |250 |0 Ship a Heavy |None Researches special 
Lab Y weapons. 
Advanced _ Requires one slot. 
Hull Factory 600 |300 {50 0 Ballistics Lab |Heavy |None Researches hull 
upgrades. 
Requires one slot. 
Displacement Advanced Hull Researches shield 
Lab ee ieee : Factory Heavy Nene upgrades (except 
infiltrator). 
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Terran Statistics, cont. 


Unit or 
Structure 
Name 


Ore 


Gas 


Crew 


CP 


Prerequisites 


Armor 


Main and 
Unique 
Weapon (or 
Special 
Ability) 


Description 


Propulsion 
Lab 


800 


1,200 


Advanced Hull 
Factory 


Medium 


None 


Requires one slot. 
Researches engine 
upgrades. 


LR Sensor 
Tower 


200 


125 


+10 


Headquarters 


Medium 


None 


Requires one slot. 
Clears fog of war and 
detects ships at long 
range. Researches 
sensor upgrade. 


Jumpgate 


500 


None 


N/A 


None 


Constructed on 
wormholes. Extends 
supply lines across 
the systems 
connected by the 
wormholes. 


Laser Turret 


200 


100 


Headquarters 


Light 


Laser Bolts 


Floats in space. 
Defensive gun 
platform that fires 
laser bolts. 
Automatically attacks 
enemy units. 
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Chapter 3 - Mantis Statistics 


This section reveals Mantis unit and structure statistics. 


Main and 
Unit or Unique 
Structure Ore |Gas_ |Crew |CP /Prerequisites|Armor |Weapon(or |Description 
Name Special 
Ability) 
Medium ship that 
launches attack 
One squad of fighters : sana 
Scout Carrier 125 25 |20  |-2  |Thripid Light: “|iightatiack oes om Set 
fighters. to-medium-range 
distances. Good 
against units with 
light armor. 
Small, fast gunboat 
that fires twin laser 
blasts from its front 
a Twin laser 
Frigate 200 |100 {20 -2 LE aa Medium |turrets and ea ne ae = 
mimic. 
range battles, but 
weak against larger 
ships. 
Small ship with 
= Single-action 
Thripid, Blast J, . excellent speed that 
Khamir 75 450 10 -2 Frmace Light dart laser and fires a single laser 
explosive ram. d 
art. 
Large ship with 
Se medium speed that 
Thripid, launches two squads 
Hive Carrier /425 |300 250 =‘|-3 Gardon Bods Medium pee le of attack fighters from 
arate medium-to-long- 
; range distance. 
Small ship with 
excellent speed and 
7 large sensor radius. 
Seeker 50 150 /20 -2 a Eye None Ping Can ping system to 


track down units. 
Excellent for recon in 
unexplored systems. 
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Mantis Statistics, cont. 


Main and 
Unit or Unique 
Structure Ore |Gas_ |Crew |CP /Prerequisites|;Armor |Weapon(or |Description 
Name Special 
Ability) 
Only Mantis ship that 
can build and repair 
platforms, as well as 
salvage platforms. 
Weaver 400 |0 20 -1|Cocoon None None The salvage value is 
50 percent of the 
total cost of the 
platform. 
Cocoon, Resupplies ships 
Zorap 250 |100 /30 -2  |Collector, None None within a limited 
Plantation radius. 
Niad Small ship with 
Spinelayer |200 {350 50 -3 ee Medium ae sede Sait 
ans defensive purposes. 
Large ship that 
Niad, Carrion Three squads |unleashes 
Roost, Bio of heavy devastating damage 
Tiamat 850 {500 600 |-4  |Forge, Heavy _ jattack fighters |from its three squads 
Dissection and repulsor _jof heavy attack 
Chamber wave. fighters launched 
from long range. 
Large ship that fires 
plasma bolts from its 
Niad, Twin plasma __|twin plasma 
Scarab 700 |/250 /200 |-3  |Carapace Heavy _ |launchers and |launchers. Provides 
Plant. gravity well. {excellent protection 
for long-range attack 
fighters. 
Carries troops to 
Niad, Hybrid infiltrate construction 
Leech 700 j125 /|250 |-2 Canter None None ships, harvesting 
ships, and platforms. 
Harvests ore from 
Siphon 200 |0 20 -1  |Collector None None =p nepal 
nebulae. 
Requires one slot. 
Hivbrid Fusion Mill or peace cae 
ri remaining upgrades 
acer 750 {1,000 |100 |0 Sa Light None from bio forge, fusion 
ant 
mill, and carapace 
plant. 
Requires two slots. 
Researches mimic, 
eae 1,400 |1,600 Jg00 +15 [FY 5" fright [None repellent cloud, 
gravity well, and 
repulsor wave. 


13 


ronwanofs 


GameSpot Game Guide: Conquest Frontier Wars 


Unit or 
Structure 
Name 


Ore 


Gas 


Crew 


CP 


Prerequisites 


Armor 


Main and 
Unique 
Weapon (or 
Special 
Ability) 


Description 


Carapace 
Plant 


600 


350 


50 


Bio Forge 


Light 


None 


Requires one slot. 
Researches hull 
upgrades. Can 
evolve into hybrid 
center. 


Fusion Mill 


200 


750 


50 


Bio Forge 


Light 


None 


Requires one slot. 
Researches engine 
upgrades. Evolves 
into hybrid center. 


Bio Forge 


250 


600 


50 


Niad 


Light 


None 


Requires one slot. 
Researches shield 
upgrades. 


Plasma Hive 


250 


250 


400 


Carrion 
Roost, 
Plasma 
Spitter 


Medium 


Fighter Wing 


Floats in space. 
Defensive platform 
that launches wings 
of fighters for long- 
range attacks. 


Explosives 
Range 


450 


150 


20 


Blast 
Furnace, 
Thripid 


Light 


None 


Requires one slot. 
Researches 
remaining upgrades 
from blast furnace. 


Greater 
Plantation 


1,000 


650 


Plantation 


Light 


None 


Requires two slots. 
Resupplies and 
repairs ships, as well 
as those of allies, 
within a limited 
radius. Resupplies 
gun platforms. 


Naid 


1,500 


400 


250 


Thripid, 

Warlord 
Training 
Grounds 


Heavy 


None 


Requires three slots. 
Evolves from thripid. 
In addition, builds 

leeches, spinelayers, 
scarabs, and tiamats. 


Cocoon 


3,500 


1,500 


2,900 


+25 


None 


Heavy 


None 


Requires three slots. 
Resupplies ships and 
gun platforms within 

a limited radius. 


Collector 


350 


Cocoon 


Heavy 


Storage 
Capacity: 
1,500 Ore, 
750 Gas, and 
100 Crew 


Requires three slots. 
Harvests ore and gas 
and recruits crew. 
Researches 
harvester upgrades. 


Thripid 


1,000 


Collector 


Heavy 


None 


Requires three slots. 
Builds scout carriers, 
frigates, khamirs, 
hive carriers, 
seekers. 
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Mantis Statistics, cont. 


Unit or 
Structure 
Name 


Ore 


Gas 


Crew 


CP 


Prerequisites 


Armor 


Main and 
Unique 
Weapon (or 
Special 
Ability) 


Description 


Plantation 


600 


100 


Thripid 


Light 


None 


Requires two slots. 
Resupplies ships and 
gun platforms within 
a limited radius. 


Warlord 
Training 
Grounds 


1,000 


250 


200 


Collector 


Light 


Builds mantis 
warlords in 
multiplayer 
games. 


Requires two slots. 
Recruits crew from 
earth and swamp 
planets. 


Blast 
Furnace 


350 


100 


Thripid 


Light 


None 


Requires one slot. 
Researches weapon 
upgrades. 


Dissection 
Chamber 


600 


300 


100 


Plantation 


Medium 


None 


Requires two slots. 
Salvages ships for 
100 percent original 
investment. 


Carrion 
Roost 


850 


900 


1,000 


Warlord 
Training 
Grounds 


Light 


None 


Requires two slots. 
Researches fighter 
wing to increase 
fighter accuracy. 


Eye Stalk 


250 


100 


+15 


Cocoon 


Light 


None 


Requires two slots. 
Clears fog of war and 
detects ships at long 
range. Researches 
sensor upgrades. 


Jumpgate 


500 


None 


N/A 


None 


Constructed on 
wormholes. Extends 
supply lines across 
the systems 
connected by the 
wormholes. 


Plasma 
Spitter 


200 


100 


Warlord 
Training 
Grounds 


Light 


Plasma Bolts 


Floats in space. 
Defensive gun 
platform that fires 
plasma bolts. 
Automatically attacks 
enemy units. 


Voraak 
Cannon 


500 


500 


250 


Mutation 
Colony, 
Plasma 
Spitter 


Heavy 


Plasma Bolts 


Floats in space. 
Defensive gun 
platform that fires 
large plasma bolts. 
Automatically attacks 
enemy units. Causes 
heavy damage at 
long range. 
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Chapter 4 - Celareon Statistics 


This section reveals Celareon unit and structure statistics. 


Main and 
Unit or Unique 
Structure Ore |Gas_ |Crew|CP /|Prerequisites |Armor |Weapon (or |Description 
Name Special 
Ability) 
Small, fast gunboat 
that carriers a small 
7 Small laser _|laser beam to fend 
Taos 25 100 10 -2  |Pavilion None bean: off carrier fighters. 
Good against light 
and unarmored units. 
Armor- Medium gunboat that 
piercing laser |fires an armor- 
Polaris 125 |300 {30 -2  |Pavilion Light beam and piercing laser beam. 
mass Good against units 
disrupter. with heavy armor. 
Large ship with 
Pavilion, Helion Heavy laser tel pia 
Aurora 250 |450 {50 -3 |Veil, Greater {Light beam and ee 
Pavilion shroud. against units with 
light and medium 
armor. 
Carries troops to 
: . Pavilion, infiltrate construction 
Legionnaire |450 |150 |200 |-2 Bunker None Troops ships, harvesting 
ships, and platforms. 
Small ship with 
excellent speed and 
large sensor radius. 
Pavilion, Cloaking and |Can cloak itself to 
recs od we "0 = Sentinel Tower mane Ping hide from enemy 
units. Can also ping 
a system to track 
down units. 
Lays pulse mines in 
strategic locations in 
Greater space. When a shi 
nude WS ete 10 = Pavilion Light Mins comes in contact ae 
these mines, it will 
lose supply points. 
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Celareon Statistics, cont. 


Main and 
Unit or Unique 
Structure Ore |Gas_ |Crew|CP /Prerequisites |Armor |Weapon (or |Description 
Name Special 
Ability) 
Greater Medium ship that has 
Pavilion, Large plasma |a powerful laser 
Trireme 250 |600  /80 -3 |Munitions Medium |bolt and cannon. 
Annex, Turbine destabilizer. 
Dock 
Sear Large Large, slow ship that 
avilion, sweeping causes large 
Monolith 600 /1,000 /300 |-4 Fates Tain Medium oy beam eae 
Dock, Xeno moh auael sweeping laser 
Chamber Y: beam. 
Only Celareon ship 
that can build and 
repair platforms, as 
Forger 350 {0 10 -1_|Acropolis None None ving ae 
salvage value is 50 
percent of the total 
cost of the platform. 
Harvests ore from 
Galiot 175 |0 10 |-1 |Oxidator Light —|None eae oe 
nebulae. 
Acropolis, Resupplies ships 
atelnit 175 175 |20 |-2 fe ttromil Nene, __|Nene within lrsited rail 
Requires three slots. 
Resupplies ships and 
Acropolis 3,000 }4,500 |1,000}+25 |None Heavy |None gun platforms within 
limited radius. Builds 
forgers and stratums. 
Storage Requires two slots. 
Oxidator 500 |0 0 0 Acropolis Heavy ao a Soe 
1,500 Gas 
Requires three slots. 
Builds taoses, 
Pavilion 1,000 |0 0 0 ee Medium |None polarises, auroras, 
legionnaires, and 
oracles. 
Requires two slots. 
Resupplies ships and 
- gun platforms, as 
Eutromil 500 {300 0 0 Pavilion Light None wall as ihosecof 
allies, within a limited 
radius. 
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Celareon Statistics, cont. 


charged arc. 


Main and 
Unit or Unique 
Structure Ore |Gas_ |Crew|CP /Prerequisites |Armor |Weapon (or |Description 
Name Special 
Ability) 
Requires one slot. 
Storage 
Bunker 500 |0 0 0 Oxidator Light aoe 200 — Peel 
faked planets. 
Storage Requires two slots. 
Citadel 700 /850 /|0 0 Bunker Medium | Capacity: 300 |Recruits crew faster 
Crew than bunker. 
Requires three slots. 
Greater AY Builds atlases, 
Pavilion 1,000 |500 +=|0 0 Pavilion Medium | None iriremes, and 
monoliths. 
Requires one slot. 
Helion Veil |450 {1,200 |30 0 Sentinel Tower |Heavy |None Researches shield 
upgrades. 
Requires three slots. 
Researches 
Citadel ; 
Xeno : synthesis, mass 
Chamber 1,500 |2,000 |100 |0 seed Medium | None disrupter, shroud, 
destabilizer, and 
auger ray. 
a Requires one slot. 
ee 200 |450 = /30 0 Sed Light None Researches weapon 
upgrades. 
Requires one slot. 
Anvil 500 |/500 |30 0 Seen Heavy |None Researches hull 
upgrades. 
Greater Requires one slot. 
Turbine Dock |}400 /1,600 |30 0 Pavilion Light None Researches engine 
upgrades. 
Requires two slots. 
Sentinel Clears fog of war and 
Tower 150 |100 {0 +10 |Acropolis Light None detects ships at long 
range. 
Requires two slots. 
Xeno 
Creates a force field 
eee" — {4,500 ]1,500 Jo jo jnatnber, Medium |None around platforms with 
Annex an energy ribbon that 
surrounds its planet. 
Floats in space. 
Defensive gun 
; platform that detects 
ESPCoil |150 |250 |10 |-2 |Sentinel Tower |Light {Electrically | iinits at long range 


and discharges an 
electrically charged 
arc at enemy units. 
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Celareon Statistics, cont. 


Unit or 
Structure 
Name 


Ore 


Gas 


Crew 


cP 


Prerequisites 


Armor 


Main and 
Unique 
Weapon (or 
Special 
Ability) 


Description 


Jumpgate 


500 


None 


N/A 


None 


Constructed on 
wormholes. Extends 
supply lines across 
the systems 
connected by the 
wormholes. 


Hydrofoil 


200 


500 


50 


Greater 
Pavilion, 
Proteus 


Light 


Laser Beams 


Floats in space. 
Defensive gun 
platform that fires 
many laser beams as 
flak defense. 


Starburst 


350 


800 


80 


Munitions 
Annex, Turbine 
Dock 


Light 


Laser Beams 


Floats in space. 
Defensive gun 
platform that uses 
many laser beam 
turrets in the form of 
a diamond to shoot 
down enemy ships 
and platforms. 


Portal 


500 


1500 


Xeno Chamber 


Light 


None 


Floats in space. 
Creates a wormhole 
into any visible 
system on the 
system map. Build 
the portal, select it, 
and right-click an 
explored system on 
the sector map. Most 
ships within the 
region of the portal 
will warp into the 
system and the portal 
will dissipate. 
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Chapter 5 - Walk-Through 


This section includes a complete walk-through for Conquest: Frontier Wars' 
single-player campaign. 


Mission 1 - Uncharted Territory 


A newly discovered wormhole opens the door to a new section of space. Is it 
safe on the other side? 


Objectives: Link up with Captain Blackwell in Tau Ceti. Scout Tau Ceti. 
Blackwell must survive. 


Captain Blackwell's ship emerges from the wormhole into Terra. Your first 
orders are to select his ship. 


Objective: Select Blackwell's ship. 


Click on Captain Blackwell's ship with your mouse button to select his vessel. 
You can also band-select Captain Blackwell's ship to complete the objective. 
Take a moment to familiarize yourself with the ship order and statistics 
window. Captain Blackwell issues a new order: He wishes to explore the 
region. 


Objective: Issue a movement order to Captain Blackwell. 


With Captain Blackwell selected, maneuver his vessel toward the nearby 
planet. He informs you that reinforcements are on the way. Once the 
additional corvettes enter through the wormhole, create a new battle group 
with Captain Blackwell's vessel and the two corvettes. Move them toward the 
planet and await further orders. 


Captain Blackwell orders you to scout Tau Ceti for a wormhole. He mentions it 
may be found in the lower region of the sector. Select your battle group and 
move them toward the lower area of the map. Search the bottom middle and 
discover the new wormhole. As soon as you spot the wormhole, you receive a 
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mission alert--hit the spacebar to immediately jump to the alert. 
You've found the wormhole. 


Upon your arrival, the wormhole opens and the TNS Austin suddenly appears. 
Alien forces have heavily damaged the Austin. After a brief mayday and 
explanation, three alien frigates appear from the wormhole, and all three 
target the Austin. 


Objective: Destroy the alien vessels attacking the TNS Austin. 


Immediately order your battle group to attack the alien frigates. You won't be 
able to save the TNS Austin. It's heavily damaged and can only sustain a few 
shots from the nearby frigates. Defeat all three alien frigates to complete the 
objective. Their explosions leave groups of ship debris. You can harvest these 
later for resources. You receive a transmission from Admiral Halsey with new 
orders to construct a forward base in Tau Ceti. 


Objective: Secure the Tau Ceti system. Position fabricator in orbit around 
Tau Ceti Prime. 


A fabricator and two additional corvettes jump in from Terra. Add the two 
corvettes to your battle group. Select the fabricator and move the vessel to the 
nearby planet, Tau Ceti Prime. As you approach, you receive instructions on 
using the fabricator to construct a headquarters around Tau Ceti Prime. 


Objective: Build a headquarters. 


Select the fabricator and select its build tab. There's one visible icon--the 
headquarters. Select the headquarters and move your mouse over Tau Ceti 
Prime. You will spot several build-location possibilities for the headquarters. 
Select one to start construction on your new HQ. Blackwell suggests exploring 
the remainder of the system while the HQ construction commences. Scout 
with a single corvette and leave Blackwell and the remaining corvettes to 
guard the area below Tau Ceti Prime--alien vessels are on the way! Defeat 
the incoming alien ships. 


Objective: Build a refinery. 


Select the fabricator and select its build tab. Choose the refinery icon. If you 
wish to bolster your planet's defense, construct a second fabricator at the 
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headquarters. Use the second fabricator to build laser turrets on the 
right and lower-right side of your planet. 


Objective: Build a marine training facility. 


Upon completion of the refinery, use the fabricator to construct a marine 
training facility on an open section of Tau Ceti Prime. 


Objective: Build a harvester. 


Time to start collecting resources. Select the refinery and use its build tab to 
construct a harvester. Continue to monitor the area below Tau Ceti Prime for 
further alien vessel attacks. 


Objective: Use harvesters to collect metal from asteroids and debris and gas 
from nebulas. Build a light shipyard. 


Blackwell offers further instruction once the harvester has been built. Select 
the harvester and gather any ship debris resources from around Tau Ceti 
Prime. Next, send the harvester to the asteroid fields to the left of Tau Ceti 
Prime to gather metal from the asteroids. You can construct additional 
harvesters if you wish to gather valuable resources more quickly. Use the 
fabricator to construct a light shipyard in an empty slot around Tau Ceti Prime 
to complete the other objective. 


TIP: Guard your harvester with corvettes if you send the harvester to the right 
side of the map. There are valuable nebula resources here, but alien vessels 
lurk about and can destroy the harvester quickly if it's left unprotected. 


Objective: Build six additional corvettes. 


Select the light shipyard and queue six additional corvettes for construction. 
As each corvette appears, add the new vessel to your growing battle group. 
During construction, a large group of alien frigates approaches from below 
Tau Ceti Prime. Target these alien frigates and destroy them. Replace any 
destroyed corvettes. Monitor the blue line under your corvette's health bar. If 
it's low, your corvette needs resupply. Send the corvette near your HQ to 


resupply. 


Objective: Retrieve the Andromeda beacon and return it to HQ. Navigate the 
through wormhole into enemy space. 
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You're ordered to send a harvester and a corvette escort group into the 
wormhole to Alkaid that you discovered earlier in the level. 


Harvester 


Harvester Hull: 200/200 
j 


Hull 


Engine 
Sensors 


Harvester 


TIP: If you exhaust all your command points, use the fabricator to build a 
sensor tower on an open slot around Tau Ceti Prime. You improve the 
sensors of the planet and your ships, and you also receive 10 additional 
command points. 


Select your corvette battle group and order them to escort and defend your 
harvester. Move the harvester to the wormhole that leads to Alkaid. Proceed 
through the wormhole. Once in Alkaid, note the flashing indicator below your 
entry position. That's the Andromeda beacon. Move the harvester toward the 
flashing indicator. 
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Objective: Harvest the beacon. 


Once the harvester reaches the beacon, harvest the device as you would any 
resource. Don't explore too far beneath the beacon or you will trigger a large 
alien retaliation force. 


Objective: Escort the harvester carrying the beacon back to HQ. 


After acquiring the beacon, select the harvester and send it back through the 
wormhole to Tau Ceti. Continue to escort the harvester as the vessel 
approaches Tau Ceti Prime. 


Mission 2 - The Search for Hawkes 


The recovered beacon reveals that Admiral Hawkes is still alive. Find him 
before it's too late! 


Objectives: Build an expeditionary force. Navigate through the wormhole. 
Locate the captured crew. Blackwell must survive. 


As the mission begins, Captain Blackwell briefs you on the current situation. 
The mysterious aliens have built a jumpgate to protect the wormhole to Alkaid. 
You must build a ballistics lab to produce missile cruisers. 


Objective: Construct a ballistics lab. 


Select the fabricator and open the research and development tab. Select the 
ballistics lab and construct the structure on an open slot around Tau Ceti 
Prime. Blackwell explains the other uses of the ballistics lab, including the 
ability to upgrade your vessels. While building the ballistics lab, order your 
harvester to gather nearby asteroid resources. You should also use your 
fabricator to build a sensor tower and a couple of laser turrets around Tau Ceti 
Prime. 


TIP: Use the ballistics lab to upgrade your ships' weapons two levels. 
Objective: Build at least three missile cruisers and six corvettes. 


Use the light shipyard to produce corvettes until you have a total of six, then 
use it to produce three missile cruisers. Group your ships into a single battle 
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force and send them toward the wormhole on the bottom of the 

map. As you approach, several alien frigates emerge. Destroy them, then 
destroy the jumpgate protecting the wormhole to Alkaid. Clear out any 
remaining alien forces that emerge after the jumpgate has been destroyed. 


Replace any destroyed corvettes with new vessels. You may also wish to 
send your corvettes to the HQ to be resupplied before proceeding through the 
wormhole. When ready, select your battle group of corvettes and missile 
cruisers and click on the wormhole to Alkaid to head through the wormhole. 


Several alien vessels await your arrival on the other side. Destroy them. 
Switch back to Tau Ceti and order your fabricator to construct a jumpgate over 
the wormhole to Alkaid. Meanwhile, Captain Blackwell orders you to seek out 
a nearby planet in Alkaid to use as a Supply post for your expeditionary force. 
Start scouting below your current position. 


You'll spot an asteroid field thick with ore on the left side of the map. Search 
immediately right of the asteroid field for Alkaid Prime, a suitable planet for 
your forward base. The area along the bottom edge of the map includes a 
dangerous hyades nebula. Avoid sending your vessels through this damaging 
nebula. 


Send your fabricator through the wormhole to Alkaid Prime. Construct a 
refinery and build a harvester to gather the resources from the asteroid field to 
the left. Build a light shipyard so you can bolster your attack force with 
additional corvettes and missile cruisers. Construct a sensor tower to increase 
command points. Finally, construct a supply station so you can resupply 
vessels without the need for a HQ. 


TIP: There's a wormhole to Danan in the bottom middle of the Alkaid map. 
However, you can't head there quite yet. 


Increase the size of your attack force with a couple of corvettes and missile 
cruisers. Search the bottom right of the map to discover an alien planet. 
Destroy the surrounding defenses (plasma spitters above and below the 
planet and a group of frigates). You're ordered to construct a troopship to 
capture the planet. 


Objective: Construct a troopship. 
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Use the light shipyard to build a troopship. These vessels possess 

the ability to capture enemy ships and structures. As the ship is being built, 
use your corvette and missile cruiser force to scout the area around your 
planet and jumpgate for any enemy vessels. 


Objective: Upgrade troopships and take over the Mantis base. 


(a) 44/45 2000/2000§ 750/750 (i a 
Missile Cruiser : Attacking the enemy. 


Use your fabricator to build a marine training facility, which can be used to 
upgrade your troopships. Escort your troopships with your corvette and 
missile cruiser group toward the alien planet. Maneuver the troopships and 
capture the thripid (far right side of the Mantis base). Order your corvettes and 
missile cruisers to attack the remaining planetary defenses. The mission ends 
in success once the troopship has infiltrated the thripid. 
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Mission 3 - Prisoner of War 


The location of Admiral Hawkes is established, but can you save him in time? 


Objectives: Find a navigable path to the far side of the antimatter ribbon. 
Locate and rescue Admiral Hawkes with a troopship. Blackwell must survive. 


Things aren't going so well in Alkaid. The Mantis forces have attacked your 
forward supply base. You lack defenses and the base is falling to their frigates 
and carrier vessels. 


Objective: Fend off the Mantis attack on your forward supply base. 


Switch back to Tau Ceti. Gather your corvettes and missile cruisers and order 
them through the wormhole to Alkaid. Explore the area around the destroyed 
supply base at Alkaid Prime to locate the Mantis fleet. Target the nearest 
frigates first (make sure your entire fleet is together and the missile cruisers 
haven't lagged behind). You receive new orders once the Mantis ships are 
destroyed. 


Objective: Secure the Alkaid sector. Build at least two laser turrets in Alkaid 
around the jump point into Danan. Build a light shipyard in Alkaid. Build a 
supply platform in Alkaid. 


You need to accomplish a series of tasks at this point. Maneuver a fabricator 
to the wormhole to Danan--it's in the bottom middle of the Alkaid sector. You 
may wish to construct a second fabricator at your headquarters in Tau Ceti. 
Construct several laser turrets around the wormhole to Danan. 


Use a second fabricator (or the only fabricator if you want to take more time) 
to construct a light shipyard and supply platform around Alkaid Prime. You 
may also wish to build a refinery and then use the refinery to construct a 
harvester so you can gather the debris resources and asteroid ore around the 
planet. Once the light shipyard has been built, start increasing the size of your 
fleet with corvettes and missile cruisers. You should also use the ballistics lab 
in Tau Ceti to upgrade your ships' weapons. 


TIP: Alkaid 2 is located in the lower-right section of the map. You can 
construct a supply station and other structures here. 
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and units. 


Maneuver your fleet to the wormhole to Danan. As soon as you go through, a 
carrier and a plasma spitter attack from the asteroid field to the left. Continue 
toward the bottom of the map, exploring a second asteroid field containing 
another carrier. More carriers can be found on the right side of the map, once 
again lurking within the dense asteroid belts. Continue to restock your fleet 
with additional ships from Alkaid. Search the right side of the map to locate 
the wormhole to Baai, which is protected by a Mantis jumpgate. 


Objective: Destroy the Mantis jumpgate. 
Order your entire attack group to blast the alien jumpgate to free the 


wormhole to Baai. If you move a fabricator to the wormhole to Baai and 
decide to build a jumpgate, realize the Mantis force on the other side will 
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simply destroy the jumpgate. Instead, construct several laser turrets 
to protect the entrance into Danan. Bolster your fleet with additional corvettes 
and missile cruisers. 


When you approach the wormhole to Baai with your large fleet, the Mantis 
send in their massive armada. Make sure your fleet remains together (don't let 
the corvettes attack without aid from the missile cruisers). Combat the Mantis 
fleet, concentrating fire on the frigates first, then the hive carriers. Resupply 
your fleet back in Alkaid and replace any destroyed ships with new vessels. 


Enter Baai and eliminate any remaining enemy forces around the wormhole. 
Proceed toward the right edge of the map (there's a small gap between the 
antimatter ribbon and the nebula on the bottom edge). You reach a Mantis 
base in the lower-right corner of the map. Destroy its structures and 
defenders. You may need resupply by this point. Return to Alkaid to resupply 
and replace any destroyed ships. 


Eliminate all defenses around the alien planet. Clear out all Mantis structures. 
Move in a fabricator to Baai and toward the planet. Construct several laser 
turrets around the planet for protection. Move a troopship toward the planet. 
Wait for a Mantis weaver (the equivalent of the fabricator) to move toward the 
planet. Capture the weaver with a troopship. Now you can construct Mantis 
structures and units! Use the weaver to construct a cocoon (headquarters) or 
a fabricator to construct a headquarters to supply the new planet. 


Organize your fleet and get them to Baai Prime. With a supply station active, 
you now have a forward base to conduct the remainder of the mission. 
Explore the area around the antimatter ribbon above your new forward base 
and eliminate the incoming alien vessels. You'll locate Baal 2 in the map's 
center. Destroy the Mantis defenders and structures. Use a fabricator or the 
weaver to start construction on a new forward base by building a supply 
platform at Baal 2. You may be low on ore by this point as well. Consider a 
refinery to harvest the asteroid field on the right side of the map if any 
resources remain. Otherwise, you can harvest the nebula clouds or decide not 
to construct the refinery. 


Explore the left side of the map to uncover Baal 3. Build another supply 
platform at Baal 3 to resupply your vessels. Continue exploration to the upper- 
right corner of the map to discover Baal 4. Eliminate the structures around the 
Mantis-controlled planet. Build a supply station if you wish. Maneuver around 
the upper antimatter ribbon to the upper-left corner of the map. It's here you 
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discover the wormhole to Alkaid within the antimatter ribbon. Move 
your fleet through. Proceed toward the upper left and encounter the planet 
Alkaid 3. 


Objectives: Troopship Hawkes' prison. Build a marine training facility. 


Send a troopship to assume command of the Mantis’ warlord training grounds 
structure to complete the mission with success. 


Mission 4 - Friend or Foe? 


Are all Mantis bad? Can we make peace with them? We can't afford a galactic 
war with an unknown race. 


Objectives: Locate the Mantis rebels. Blackwell and Hawkes must survive. 


Blackwell's fleet of corvettes and Hawkes' fleet of missile cruisers arrive in the 
Perilon system. Sensors indicate a group of rebel Mantis ships under attack 
from enemy Mantis vessels. You're ordered to assist. 


Objective: Stop attacks by red Mantis against the rebel Mantis. 


Maneuver your fleets to the right side of the map and destroy the Mantis 
frigates attacking the rebel Mantis siphons. This battle occurs near a rebel 
jumpgate. Hawkes and Blackwell speak with the rebel Mantis pilots after the 
battle. You receive new orders. 


TIP: Ore is in short supply after construction of the headquarters (which 
requires 4,500 ore). Construct refineries at the surrounding planets to start 
harvesting ore from the planets (especially the moon to the lower left). Also, 
construct harvesters and gather the debris and the ore from the asteroid field 
to the right to speed up the acquisition of ore. 


Objectives: Build a base and defenses in Perilon. Protect the rebel 
harvesters. Protect the rebel jumpgate. 


Send the fabricator to Perilon Prime and start construction on a headquarters. 
Enemy Mantis units appear from the map's lower region. Be prepared to 
intercept them. Build a refinery and construct a second fabricator. Start 
harvesting the debris and the asteroid field to the far right. You may wish to 
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bolster defenses with laser turret platforms. Build a light shipyard 
and ballistics lab as soon as possible to build ships and research upgrades. 


You should also expand to other planets, including Perilon 2, which is just 
below and left of Perilon Prime. Build a supply station there. At some point 
during the mission, once all the objectives have been completed, the supply 
line is cut off from Alto, the rebel Mantis system. Hawkes orders you to 
investigate the problem. 


49/60 § 1150/8000§ 4825/6500§ 
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Group 


TIP: Harvest enough ore and construct a heavy shipyard at one of your 
planets. You can then build powerful battleship units. Keep in mind that they 
won't be of much use in this mission, however. Keep reading to find out why! 


Objective: Investigate the rebel system Alto. 
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When you move into Alto, you notice there is no rebel base. It's just 
a gigantic debris field. You're ordered to retreat to the Capella system. 


Objective: Retreat to the Capella system. 


There's no way to destroy all the incoming enemy Mantis troops arriving from 
below your bases in the Perilon system. Don't bother attempting to fend off the 
huge attack fleet. Instead, proceed through the wormhole from Alto to Perilon. 
Once you arrive in Perilon, head toward the jumpgate on the upper-left side of 
the map. The wormhole located here takes you back to the Capella system. 
The mission ends in success as soon as you arrive in Capella. Time to figure 
out a new plan for fighting this alien enemy! 


Mission 5 - Frontier Wars 


A feud between two sisters gives the Terrans a much-needed ally. 


Objectives: Retake control of the Perilon system. Drive the Mantis out of the 
Luxor and Bekka systems. Hawkes and Blackwell must survive. 


Your fleet of corvettes, missile cruisers, battleships, and a supply ship warp in 
from Capella. You'll notice a jumpgate protecting Alto and a Mantis base 
surrounding the gas giant Perilon Three and the bottom planet, Perilon Four. 
Use the fabricator to construct a headquarters on Perilon Prime. Construct a 
refinery and light shipyard next. Use the refinery and build a harvester (or two) 
to collect the debris from the space battles about to take place. 


The Mantis forces attack from below Perilon Prime. Construct some laser 
turret defenses at the earliest opportunity to bolster defenses. You should 
construct a marine training facility, to harvest crew, and ballistics lab, to 
research upgrades, as soon as possible. Don't rush out against the Mantis 
base defenses. Remain near Perilon Prime and spend time harvesting 
resources and producing additional ships. 


Move against the Mantis-occupied planets once you have secured Perilon 
Prime and started harvesting resources and producing ships. Lure any 
defenders to your laser turrets and within your headquarters' or supply 
station's supply ring. Advance to the Mantis bases and eliminate the 
defenders and structures with your fleet of corvettes, missile cruisers, and 
battleships. 
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As you destroy the bases, build a heavy shipyard and refinery on Perilon Two, 
the moon just below and left of Perilon Prime. You may also wish to construct 
other buildings, including the hanger and naval academy to gain their units 
and bonuses. Use the heavy shipyard to build destroyers and carriers, if 
available. Continue to produce ships until you have acquired two full battle 
groups. 


Once both Mantis bases are destroyed, increase your resource harvesting by 
building refineries on both planets. You may also wish to build any additional 
structures (you'll need some sensor towers to increase command points) on 
these planets if you run out of room on the other worlds. You should have 
excellent resource gathering and ship production at this point. After producing 
two full battle groups, send them toward the wormhole to Luxor. Destroy the 
Mantis jumpgate and proceed through the wormhole. 


Objective: Try to locate Ker'Tak and the rebel forces. 


Two plasma spitters guard the wormhole entrance. Blast the two structures 
with your battle groups. Proceed toward the bottom of the map and engage 
the frigates and scarabs. Head left to Luxor Prime. Destroy the Mantis 
defenders and structures around Luxor Prime. Send in a fabricator and 
construct a headquarters and a repair platform. Repair your ships, resupply 
them at the headquarters, and replenish any losses with your shipyards. 


The admiral sends a message. You're ordered to investigate a distress call in 
a system on the other side of Luxor, in Ghelen. The wormhole to Ghelen 3 
can be found at the bottom of the Luxor map. 


Objective: Investigate the distress call on Ghelen 3. 


Luxor 2 is on the right side of the map. This planet and its nearby wormhole 
(to Bekka) are protected by a large number of hive carriers. Don't proceed to 
Luxor 2 until you have resupplied and repaired your fleet of corvettes, missile 
cruisers, and destroyers. The are numerous hive carriers, and the Mantis 
fighters can wipe out your corvettes in no time. Retreat to Luxor Prime if 
needed. Clear out Luxor 2 and the nearby defenses, then head back to Luxor 
Prime for repairs and resupply. 


Don't send your entire fleet through the wormhole to Ghelen. It's a trap. 
Instead, send in a single corvette. After you go through, Captain Blackwell 
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states he'd also like to investigate the situation. He proceeds 

through the wormhole to Ghelen, only to find it's a black hole, not a wormhole! 
After a brief, garbled transmission, Blackwell disappears. The mysterious 
rebel Mantis Ker'Tak appears moments later. 


Ker'Tak mentions that if you clear out the Mantis bases in the area, you will be 
able to uncover the real wormhole to Ghelen. 


Objective: Destroy the Mantis base(s) in Luxor and Bekka. 


Clear out any remaining Mantis forces and bases in Luxor, then explore the 
right-hand side of the map (if you haven't already) to uncover the wormhole to 
Bekka. A large Mantis force (frigates, carriers, and scarabs) enters from 
Bekka and will move against your forward base at Luxor Prime. Intercept the 
force. After fending off the attack, resupply and repair your force at Luxor 
Prime and replenish your fleet (likely corvettes) using your shipyards. 
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Enter Bekka. Proceed toward the bottom right and locate a large Mantis 
defense force near the planet Bekka 3. Clear out the defenders (resupply and 
repair as needed), then blast apart the Mantis structures. Explore the asteroid 
belt just above Bekka 3 to encounter additional Mantis frigate and carrier 
defenses. They surround the swamp planet near the top of the map. You must 
destroy these structures as well. 


Comb the map for remaining Mantis defenders. Explore the upper-left corner 
of Bekka to encounter a wormhole back to Perilon. Eliminate the two plasma 
spitters guarding the wormhole. Once the defending turrets are down, target 
the jumpgate and destroy the alien protection around the wormhole to Perilon. 
Clearing out all the Mantis bases and defenders in Luxor and Bekka triggers a 
response from Ker'Tak. Your rebel informant has located the correct 
wormhole to Ghelen. Ker'Tek approaches the wormhole and the mission ends 
in Success. 


Mission 6 - Allies 


Save the rebel Mantis leaders from execution and gain the support of Ker'Tak 
and her rebel forces. 


Objectives: Use troopships to help Ker'Tak rescue the rebel warlords. 
Transport the rescued warlords to the Wor system rebel base. Hawkes, 
Steele, and Ker'Tak must survive. 


The mission opens at a wormhole. A huge fleet emerges from the wormhole, 
and you'll soon notice that the fleet includes Terran and Mantis ships. Ker'Tak 
has officially joined the cause in her hive carrier. You'll also notice a couple of 
scarabs inside your new battle group. There's a large assortment of ships, and 
you will quickly notice that not all of them are combat vessels. The first part of 
this mission is extremely important--and no combat is involved. You must 
spend time sorting your fleet to best complete the bulk of the mission. 


Separate the combat ships into two nearly equal groups. You should mix 
ships up in each of the two groups. For example, don't include all battleships 
in a single group. Form mixed groups so the ships can support one another. A 
group of long-range carriers can get pounded by a group of smaller, cheaper 
Mantis frigates. Once you have sorted the combat vessels, make note of the 
remaining ships. You'll find assault troopships and supply ships remaining. 
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Split both the assault troopships and supply ships into two even groups. Add 
the supply ships to the combat-ship battle groups. You want to make sure the 
supply ships keep up with your battle groups so your combat ships remain 
stocked with supplies and weaponry. 


The troopships, however, are extremely valuable--they're the key to rescuing 
the rebel warlords. It's highly suggested you split up the troopships into two 
groups but don't include them in the combat groups. Instead, split up the 
troopships and create two new battle groups. Allow the troopships to follow 
the split battle groups so the troopships remain out of battle. 


Ker'Tek needs to maneuver close to the Mantis planet near the middle of the 
current map in order to ascertain the location of the captured rebel warlords. 
Maneuver the two fleets toward the Mantis-controlled planet. Keep the 
troopships close behind your force. Assault the Mantis units protecting the 
planet. Start assaulting the Mantis structures around the planet, and Ker'Tek 
will interrupt the battle with further instructions on finding the captured 
warlords. 


Objectives: Time is of the essence. Rescue the warlord from the Xin system. 
Rescue the warlord from the Rendar system. Rescue the warlord from the 
Corlar system. Steele, Hawkes, Ker'Tek, and the rebels must survive. 


The captured warlords are being kept on three different planets in three 
different systems: Xin, Rendar, and Corlar. Ker'Tek states that you need to 
split up your force so you can explore the sectors at the same time because 
time is critical--you only have 15 minutes until the warlords are executed. If 
you don't rescue all three warlords in the allotted time, the mission ends in 
failure. Remember that you only have to rescue the warlords within the 15 
minutes. As soon as they're rescued, the warlords are safe from execution 
and you take as much time as you need to escort them into the Wor sector. 


You should have already split up your fleet into two battle groups. Send one 
battle group into Xin (followed by four troopships in their own group) and the 
other battle group into Rendar (followed by four troopships in their own group). 
Use the sector map on the bottom-right corner of the interface to jump back 
and forth between Xin and Rendar so you can maneuver each fleet at the 
same time. 
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In Rendar, maneuver through the asteroid toward the Mantis- 
controlled planet on the left side of the map. Remember that time is critical. 
Make every attempt to move through normal space--asteroid feeds will just 
slow you down. Avoid the antimatter ribbon and guide your fleet (with the 
troopships trailing close behind) toward the Mantis prison planet. 


Hive carriers protect the Rendar prison planet. Don't allow your fleet to arrive 
spread out or the hive carriers can cause some significant damage. Park your 
fleet just above the prison planet. Once the entire fleet (with the troopships 
close behind) reaches the position, start toward the prison planet and assault 
the hive carriers. Once the defenders are eliminated, send a troopship into the 
prison structure. A warlord appears in a ship just outside the prison moments 
later. Immediately send all units in Rendar to the wormhole back to Ghelen. 


In Xin, maneuver the fleet around the antimatter ribbon and around to the left 
(avoiding the hyades nebula) toward the bottom of the map. Keep the 
troopships behind your combat force. It's extremely important to protect the 
Xin troopships--you'll use the same fleet inside Corlar after you rescue the 
warlord in Xin. If you happen to lose all the troopships, it's much tougher to 
rescue the warlord in Corlar. 


Groups of scarabs protect the Xin prison planet. Don't allow your fleet to arrive 
spread out or the scarabs can cause some significant damage. Park your fleet 
just above the prison planet. Once the entire fleet (with the troopships close 
behind) reaches the position, start toward the prison planet and assault the 
scarabs. Once the defenders are eliminated, send a troopship into the prison 
structure. A warlord appears in a ship just outside the prison moments later. 
Immediately send all units in Xin to the nearby wormhole to Corlar. Destroy 
the jumpgate, then enter Corlar. 


The Corlar prison planet is well protected by space anomalies. An antimatter 
ribbon stretches around the entire planet. You can only access the planet 
along the bottom edge of the map. Asteroid fields and hyades nebulae are 
also covering the map and should be avoided as much as possible. Maneuver 
your fleet to the left, around the ribbon, and proceed toward the bottom of the 
map. Keep your remaining troopships behind your combat units as you 
approach the Corlar prison planet. 


You'll find scarabs and hive carriers (as well as plasma spitters) protecting the 
Corlar prison planet. Target the scarabs and carriers first. Escort the 
troopships into the prison structure to rescue the warlord. This is the third 


7 > 


GameSpot Game Guide: Conquest Frontier Wars 


warlord--you've rescued them all, which ends the mission timer. 
Time to transport the rescued warlords into the Wor system. 


Objective: Escort the rescued warlords to the rebel base in the Wor system. 


Send both fleets back to the Ghelen system (the fleet you sent from Rendar 
should already be back) and maneuver them to the right side of the map to 
uncover the wormhole to Wor. You'll soon notice an enemy Mantis jumpgate 
protects the wormhole to Wor. Destroy the jumpgate, then send both fleets 
through. Follow the fleets with the three rescued warlord vessels. 


When you arrive in Wor, you realize the region is not heavily occupied by the 
Mantis forces. A group of collectors harvest on and around a planet, and 
several greater collectors structures are affixed to the planet. Move your fleet 
to the planet and destroy the Mantis harvesters and the structures around the 
planet. Take out the light frigate defenses. Eradicate all remaining enemy 
Mantis units, then escort the rescued warlords to the rebel bases on the far 
right side of the map. The mission ends in success once the warlords reach 
the rebel base. 


Mission 7 - Supply Lines 


General Malkor and the enemy Mantis have strategic resource collection 
facilities all along the borders of Orion's belt. Destroy the installations to gain 
the upper hand in this new frontier war. 


Objectives: Build an AWS research lab. Destroy all Mantis installations and 
build a headquarters in Lemo. Admiral Benson and Ker'Tak must survive. 


Admiral Benson brings you up to speed on the current situation. Apparently 
she isn't too pleased that you were in command when Captain Blackwell was 
sent into the black hole inadvertently. You're instructed to construct two new 
structures, the propulsion lab and the AWS research lab, before 
accomplishing the mission's main goal: Infiltrate Mantis-controlled space and 
erect a headquarters in the Lemo sector. 


Objective: Build a propulsion lab. 


Use your fabricator to build the propulsion lab on an open section of a nearby 
planet. Once the propulsion lab has been built, Admiral Benson describes a 
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new structure offering technology obtained from the new Mantis 
allies. You're ordered to build the advanced weapons systems, or AWS, 
research lab. 


Objective: Build an AWS research lab. 
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The propulsion lab offers engine upgrades for your ships. The advanced 
weapon systems lab offers the tempest charge special weapon for the 
battleship. Before you use the fabricator to build the AWS lab, use the 
fabricator to build a refinery on Ghelen prime (if you build the lab, there won't 
be room). Maneuver the fabricator to the moon Ghelen 2--it's rich with ore-- 
and construct a refinery and the advanced weapons systems lab there. Build 
two harvesters at the refinery and start gathering ore from the asteroids on the 
left side of the map and gas from the nebulae scattered around the planets. 
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You also possess a base in Wor (it also contains the rebel Mantis 

base). Your base here contains a ballistics lab and your headquarters. Use 
the ballistics lab and research the two weapon and missile upgrades as soon 
as possible. You will also need to construct some sensor towers over time to 
increase your command points to 100. Use the hull factory and propulsion lab 
and research those upgrades as well. 


Enemy Mantis will enter from the wormhole to Rendar (in the lower-left section 
of the map). Position your fleet here to protect the entrance. Construct a repair 
platform to repair your ships while you build up your fleet using the light and 
heavy shipyards. Concentrate on missile cruisers and battleships. Supplement 
them with corvettes and fleet carriers. Monitor your resource needs and adjust 
your two harvesters as needed. If you need more ore, place them both on 
asteroid duty. If you're running low on gas, send them into the nebulae. 


TIP: You're going to be traveling through many sectors in this mission. You 
will likely want to use a few supply ships to keep your ships armed and ready 
for all battles. If you don't use supply ships, then you must use fabricators to 
build jumpgates at each new wormhole to create a supply line. You must then 
build a supply station at one of the sector's planets and maneuver your fleet 
within the supply range. 


Once you have amassed a large fleet (it's advisable to build as many ships as 
possible up to the command-point limit), proceed into Rendar. You'll face 
many enemies protecting the entrance. Don't forget to monitor Ghelen in case 
any of the Mantis ships sneak through your lines. Explore Render and 
maneuver to the far left side to clear some scout carriers protecting the moon. 
Also, scout the planet on the right side and clear defenders from the wormhole 
to Corlar. 


Send fabricators into Rendar and start construction of a jumpgate, refineries, 
supply stations, and repair platforms within Rendar. Use Rendar as your new 
staging ground as you move into Corlar and resume your assaults against the 
Mantis installations. The Mantis will retaliate against your control of Rendar. 
Expect large Mantis assaults appearing from the Corlar wormhole. Don't 
hesitate to employ your battleship's tempest charge against the tightly packed 
groups of Mantis vessels. Firing the tempest charge uses almost an entire 
supply of battleship ammo. Be careful if you aren't equipped with a supply line 
or you may find your battleships without ammunition. 
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Move your fleet to the Corlar wormhole. Eliminate the enemies and 

the Mantis jumpgate. Doing so may trigger the arrival of additional Mantis 
forces. Destroy them and send your vessels back to the repair platform and 
supply station as needed. Don't forget to use the tempest charge, Ker'Tak's 
repellant cloud, or laser turrets to assist in the defense of the wormhole 
entrance. You may wish to use fabricators to build additional structures 
around the Rendar planets, including Rendar Prime. 


Proceed into Corlar. Defeat the Mantis units protecting the other side of the 
wormhole. Maneuver your fleet down the left side of the map. Corlar Prime 
rests in the middle of the map, and it's protected by an antimatter ribbon and a 
dangerous hyades nebula. Fend off the groups of scout carriers and frigates 
guarding Corlar Prime. Destroy all the Mantis structures, then move a 
fabricator in and start construction on a jumpgate on the Corlar wormhole (to 
create a supply line) and a repair platform and supply station on Corlar Prime. 
Take time to refurbish and rearm your fleet before proceeding toward the 
wormhole to Centaurus. 


TIP: Don't forget that you must explore the other sector connecting Ghelen 
and Corlar: Xin. You'll find Mantis installations and ships inside Xin. Send a 
portion of your fleet inside and clear the sector of Mantis presence. Move ina 
fabricator and supply the sector. Use refineries on any resource-heavy planets 
to start gathering valuable commodities. Conquer Xin 2, the swamp planet 
along the bottom of the map. 


The toughest part of the mission lies at the entrance into Centaurus. The 
Mantis forces flow through the Centaurus wormhole, and it's difficult to hold 
them back. Make sure you have a repair platform and supply station at the 
nearby planet and keep your vessels intact and armed. Utilize the battleship's 
tempest charge when the enemy units emerge from the wormhole. Repair any 
damage to your ships by sending them back to the repair platform. 


Enter Centaurus and start toward the lower left of the map. You'll face heavy 
Mantis defenses at the asteroid belt. Continue toward the lower left and 
encounter Centaurus 3, a gas giant. Destroy the Mantis collectors from 
around the planet. Send a fabricator into Centaurus and build a jumpgate at 
the wormhole and a supply station and repair platform in the sector. You'll find 
Centaurus Prime and Centaurus 2 on the right side of the map. 


If you've cleared out all the sectors up to Centaurus, then you only have one 
sector to conquer. Locate the wormhole into Lemo. Make sure your fleet has 
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been rearmed and repaired. Proceed into Lemo and defeat the 

plentiful Mantis units guarding the other side. Maneuver your fleet left and 
toward the bottom of the map and locate the four Lemo planets. Use a 
fabricator to erect a supply platform as soon as possible (or use supply ships). 
Clear all the Mantis defenders from all the Lemo planets. 


You must destroy all the Mantis installations and units in Lemo and the other 
sectors that connect Lemo to Ghelen. Explore the lower-left and lower-right 
corners in Lemo to discover two wormholes (one to Kracus and another to 
Aeon). Destroy the Mantis jumpgates protecting these wormholes. Use a 
fabricator to build a headquarters at one of the Lemo planets to complete the 
mission. If the mission doesn't complete after the headquarters has been built, 
search Lemo and other sectors for any remaining Mantis structures or units. 


Mission 8 - Lost Sheep 


A recent mission has gone bad, leaving the Terran fleet with missing admirals. 
Help Admiral Benson locate them. 


Objectives: Locate Admiral Benson and get her to safety. Ker'Tak must 
survive. 


This is an extremely long and difficult mission. You must traverse several 
different sectors and maintain control of each one as you maneuver your fleet 
through each new Mantis-controlled region. You will find the Mantis won't give 
up easily and often send hive carriers and weavers through already decimated 
sectors in an effort to win them back. The Mantis activity is mostly a nuisance, 
however--don't expect a significant Mantis retaliation after clearing out most of 
the sectors. Keep a battleship or two around the jumpgates to prevent 
weavers and hive carriers from infiltrating sectors you control. 


You begin in Lemo. Defend this initial system as you prepare your fleet for 
movement. Build sensor towers on available planets and start construction of 
battleships, missile cruisers, and some corvettes. Research available 
upgrades, including weapon and missile upgrades at the ballistics lab, hull 
upgrades at the hull factory, and special weapons at the AWS research lab. 
Explore Lemo and discover a gas giant, Lemo 3, on the right side of the map. 
Construct a refinery on Lemo 3 to start harvesting gas. Construct a couple of 
harvesters and start collecting ore and gas to keep supplies high. 
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Once you have used most of your 100 allotted command points (if 

you built enough sensor towers) with new vessels, approach the Kracus 
wormhole. Destroy the Mantis jumpgate, which may trigger the arrival of 
Mantis scout carriers, hive carriers, and frigates. Destroy the Mantis vessels 
(use a tempest charge for assistance). Resupply and repair as necessary and 
move through the wormhole into the Kracus system. 


Kracus contains heavy concentrations of hazardous hyades nebulae. Also, a 
Mantis spinelayer appears to the right of the wormhole. Destroy the spinelayer 
but avoid going to the right. The spinelayer has cluttered the right side of the 
wormhole with dangerous mines. Head left, but lead with cheaper corvettes in 
case you smash into additional mines. 


84/1009 57 5/9500 5100/60008 4350/4350 i 


Kracus Prime 
Moon 


(3) s&s Ore: 10000/10000 O/min 


Supply Platform 


Fabricator 


Fabricator Ship Hull: 329/375 


Go to the left and down toward the bottom of the map. You'll encounter the 
Mantis-controlled plants along the bottom right area of the map. Destroy the 
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Mantis defenders with your fleet. Expect retaliation from Mantis 

forces from the other wormholes in the area. You may need supply ships to 
keep your fleet armed. You can also escort a fabricator into the sector and 
build a jumpgate on the wormhole back to Lemo. Construct a refinery, a 
supply station, and a repair platform on the moon. You should leave a small 
force behind to protect the sector from Mantis counterattack. After you have 
regrouped and gained control of the sector, approach the wormhole to 
Sendlor--it's the wormhole just below the planets in Kracus. 


Proceed into Sendlor. Take out the Mantis turrets protecting Sendlor 3. 
Destroy the Mantis structures once the hostile units have been eliminated. 
Don't explore the sector too quickly or you'll trigger the next objective. Instead, 
use the time to create a supply line into Sendlor. Move in a fabricator and set 
up a supply station and repair platform. 


You may also wish to start harvesting valuable resources. The length of the 
mission dictates that ore and gas will become scarce. If you must replace 
ships frequently, it will become difficult to maintain a high quantity of ore and 
gas. Explore Sendlor once you have rearmed and repaired your fleet. Search 
for the wormhole leading to Kalidon--it's to the left of the start position in 
Sendlor. You receive a new mission objective once you discover the Kalidon 
wormhole. 


Objective: Answer Benson's distress call from Kalidon...go get her before it's 
too late! 


Organize your fleet and enter Kalidon through the wormhole. Take out the 
Mantis turrets and proceed toward the upper-left area of the sector. You'll face 
additional turrets and Mantis structures at Kalidon 2. Note the indicator on the 
overhead map--that's Benson's distress signal. Maneuver the fleet to the 
upper-left corner of Kalidon to rescue Benson. She's under attack. Destroy the 
nearby Mantis ships and add the admiral's weakened ship to your battle 
group. Benson provides a new mission Objective: a clean-and-sweep 
through six different sectors. 


Objective: Destroy all Mantis in Aeon, Graan, Kalidon, and Arcturus. Destroy 
all cocoons in Sendlor and Varn. Benson and Ker'Tak must survive. 


You shouldn't attempt to take Kalidon at this point. Admiral Benson's vessel is 
nearly destroyed, and the rest of your fleet likely needs repair and rearming. 
Retreat to Sendlor and regroup. Park your fleet near the supply station and 
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repair platform. Refurbish Admiral Benson's ship and the rest of 

your fleet. Assume control of Sendlor, then proceed back into Kalidon. Send a 
fabricator behind your fleet into Kalidon. Construct a jumpgate over the 
wormhole. 


Once in Kalidon, proceed toward the top of the map to Kalidon Prime. Voraak 
cannons defend the planet. Destroy the voraak cannons and any other 
defending Mantis ships. Send in the fabricator to build supply stations and 
repair stations, and assume control of the sector. You may wish to build 
shipyards here or in Sendlor so it's easier to replace destroyed ships--they 
won't have as far to travel to meet up with the rest of your fleet. 


At this point, it's wise to take the time to analyze how the sectors connect with 
each other. You may need to quickly retreat to a previously explored sector 
because the Mantis won't succumb peacefully and may attempt to rebuild 
some of their installations or start attacking your jumpgates, which could cut 
off important supply lines. Leave behind a battleship or two at jumpgates to 
protect them from attack. 


Here's how the sectors connect with one another: 


Lemo connects to Aeon, Graan, and Kracus. 

Aeon connects to Lemo and Graan. 

Graan connects to Lemo, Aaron, Kracus, and Arcturus. 
Arcturus connects to Graan, Kracus, and Kalidon. 
Kalidon connects to Arcturus, Sendlor, and Varn. 
Sendlor connects to Kalidon and Kracus. 

Kracus connects to Lemo, Graan, Arcturus, and Sendlor. 
Varn connects to Kalidon. 


Proceed from Kalidon into Arcturus. Take out the Mantis turrets protecting the 
wormhole. Move the fleet toward the bottom of Arcturus and locate a moon, 
Arcturus 3, covered with Mantis structures. It may be wise to split up your fleet 
into two large groups to cover two sectors at once. Using a single full fleet in 
each sector may be overkill. 


Separate the fleets into equal groups so you can assault sectors and protect 
others at the same time. In Arcturus, you'll discover Arcturus Prime on the left 
side of the map. Clear out the hive carriers and Mantis turrets. Move in a 
fabricator and create a supply line by creating a jumpgate at the wormhole 
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and a supply station at one of the planets. You may also wish to 
start harvesting the sector, and others, if you are running low on ore and gas. 


Arcturus connects to Varn, the toughest sector of them all. You can leave 
Varn for last, if you wish, but exploring Varn uncovers Captain Blackwell and 
his new allies. The ships add a great deal of power to your fleet. You may 
wish to explore the bottom of Varn and gain the fleet, then quickly retreat to 
Arcturus. If not, you should explore Graan and Aeon and clear those sectors 
before you push into Varn. 


Graan includes a couple of planets: one in the center and Graan Prime on the 
left side of the map. Mantis turrets protect both planets. Destroy the turrets 
and Mantis installations. Assume control of the sector with jumpgates over the 
wormholes. Explore Aeon as well--it's rich with resources and you can send in 
harvesters and build a refinery if you are running low on supplies. 


Make sure you have a fully armed and repaired fleet before entering the 
crowded Varn sector. Immediately assault the voraak cannon as soon as you 
emerge from the wormhole. A planet, Varn 2, is also nearby, and the hive 
carriers defending that planet will attack your fleet. Move around the 
antimatter ribbon to the right. As you explore the bottom of Varn, you discover 
tons and tons of Mantis ships and installations. You're ordered to retreat 
immediately, but Captain Blackwell and his new allies appear out of nowhere 
to assist. You're now in control of the new ships. Retreat if necessary or 
continue the battle. 


Conclude the mission by eradicating all remaining Mantis installations and 
units. You're told once you're close to completing the task. The most important 
things to remember during the mission are: 


1) Control sectors and extend supply lines by building jumpgates. 

2) Protect your jumpgates with a battleship or two to prevent rogue Mantis 
ships from destroying them. The Mantis may also send weavers through if you 
neglect to protect the jumpgates. The weavers replace the destroyed Mantis 
installations. 

3) If you've exhausted a system of its resources, move the harvesters to an 
adjacent system. Build a refinery there if you haven't already and start 
gathering more ore and gas. 

4) Rearm your fleet with supply ships or supply stations. Build a repair 
platform in each new conquered sector and use the base as a staging ground 
for an attack on the next sector. 
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Mission 9 - Nine Lives 


Just when you thought it was fatal to jump into a black hole, Captain Blackwell 
returns with new allies of his own. 


Objectives: Escort Blackwell, Halsey, Ker'Tak, and Elan to Celareon space 
through the wormhole to Abell. Blackwell, Halsey, Ker'Tak, and Elan must 
survive. 


This mission is much more straightforward than the previous mission. You 
aren't required to build structures or conquer specific sectors. Instead, you 
must simply escort your fleet from Talos, the initial system, to Abell. Your 
biggest concern is running out of supplies, which would leave you defenseless 
against Mantis attack. You possess several supply ships in your fleet, and 
they should keep your fleet supplied to the end. 


The fleet arrives in the Talos sector. There are two wormholes--both 
eventually reach the Epsilon sector. Take the Serpce wormhole. Move the 
fleet toward the bottom of the map. Fire on the Mantis units and structures as 
you move. Destroy the jumpgate protecting the Serpce wormhole. Enter the 
Serpce sector. 


A scarab and several other Mantis ships attack your fleet as soon as you 
enter Serpce. Move beyond the Mantis-controlled planet to discover several 
scout carriers on the other side. Proceed down the middle of the map, 
crushing Mantis units along the way. Avoid the black hole on the left side of 
the map. Locate the Quasili wormhole at the bottom of the map. Destroy the 
jumpgate and enter the Quasili wormhole. 


Eliminate the Mantis turrets protecting the wormhole. Maneuver right toward 
Epsilon. You'll encounter all sorts of Mantis ships as you head toward the 
Epsilon jumpgate. Destroy the Mantis turrets in the map's center. As you 
approach the Epsilon jumpgate, additional Celareon ships appear. Add them 
to your battle group. Destroy the Epsilon jumpgate and head through. 


Once in Epsilon, maneuver your fleet toward the bottom of the map to the 
wormhole to Abell. Assorted Mantis units and turrets protect the Abell 
wormhole. Destroy the Mantis defenders. Get the ships through the Abell 
wormhole as quickly as possible to complete the mission with success. 
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Mission 10 - Betrayal 


Out of fear, the wormhole technology has been sold to Malkor and the enemy 
Mantis. Now you are left with trying to escape the Celareon homeworld with a 
small ragtag force. 


Objectives: Leave Solar. Steele, Benson, Takei, and Ker'Tak must survive. 


Admiral Benson begins the mission by describing the new lancer cruiser and 
shield displacement labs. Build a galiot at the Celareon equivalent of the 
refinery. Start harvesting ore. Erect a light shipyard at one of the planets so 
you can construct the ballistics lab and advanced hull factory and research 
their respective upgrades. 


If you scout the system and discover a wormhole, you learn that other 
Celareon have blocked you into Solar. Elan severs ties with his Celareon 
comrades and jams their communication signals. He instructs you to bust 
through the blockade and reach Vivac in the Procyon system. The two 
wormholes out of solar are Vell in the lower-right corner and Kasse in the 
lower-left corner. 


Objective: Locate Vivac in Procyon before it's too late. 


Though it may not appear as such, since you aren't presented with a 
countdown, you have a limited amount of time to reach Vivac in Procyon. If 
you don't reach Vivac in time, the mission ends in failure. You should get your 
fleet moving into Kasse while still managing your structures and resources 
back in Solar. Destroy the jumpgate at Kasse and proceed through. 


Maneuver to the lower-left corner of the map and destroy the Celareon 
structures around Kasse Prime. Scout the Kasse sector to discover Kasse 2, 
a moon, in the lower-right corner. You'll also find a wormhole to the Sirius 
system in the lower-right corner. Build a jumpgate on the wormhole to Solar. 
Move a fabricator into Kasse and start harvesting in the system, and find 
some room for some additional structures. Protect the wormholes with your 
fleet--expect Celareon retaliation. Get some harvesters collecting gas to 
support construction of expensive structures. 
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Start construction of other Terran structures, including the 
displacement lab, propulsion lab, and AWS lab. Research their upgrades as 
desired. Keep your fleet moving, however. Enter Sirius and maneuver straight 
down to the wormhole to Procyon at the very bottom of the map. As long as 
you don't investigate too far to the right, you shouldn't have any resistance 
from local Celareon forces. Enter Procyon. 


Once inside Procyon, send your fleet to Procyon Prime, which is located to 
the left of the wormhole. You automatically speak with Vivac. After the 
conversation, Vivac joins your fleet. Add Vivac to your battle group. You're 
given new mission orders. 
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Although the mission objective appears simple and straightforward, 

it will actually take quite some time to reach Natus if you plan to build your 
way through each enemy sector until you reach Natus. Alternatively, you can 
get close, then escort a fabricator into Natus, build the headquarters (or use a 
forager to build an acropolis) and end the mission. You must fortify the sectors 
near Solar at the very least. 


Here are some of the key sectors and their branches: 


Solar goes to Kasse and Vell. 

Kasse goes to Sirius. 

Vell goes to Sirius. 

Sirus goes to Kasse, Vell, Femto, and Procyon. 
Procyon goes to Sirius and Pollux. 

Femto goes to Sirius and Vorlan. 

Vorlan goes to Ungar, Dalasi, and Pollux. 
Dalasi goes to Acre, Baryon, and Natus. 


Send your fleet (plus Vivac) back toward Kasse. You will likely be attacked 
along the way. Defend your fleet and move back into Kasse. Assume control 
of the system, then set up supply stations and repair platforms and start 
harvesting the region. Keep in mind that you also have the Celareon 
technology at your disposal. You should supplement your force with Celareon 
vessels, such as auroras and triremes. 


Once you have a foothold in Kasse and bolster your fleet with new additions 
(including Celareon units and lancer cruisers), return to Sirius and clear the 
enemy presence. Move to the lower-right corner, near the Femto wormhole. 
Secure the planet next to the Femto wormhole with a supply station and a 
repair platform. You'll also find the wormhole to Vell in the upper-right corner. 


Use Femto as your new staging ground. Celareon forces may counterattack in 
some of your controlled sectors. Leave a handful of units to protect these 
sectors. Consider building new shipyards in Femto to speed up ship 
production. 


TIP: Don't forget that you control a planet inside Procyon after acquiring 


Vivac. Build some Celareon harvesters there and start gathering the system's 
resources. 
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The remainder of the mission requires gaining a foothold in each 

new sector as you make your way slowly to Natus. As started previously in 
this mission's walk-through, you can take the slow, arduous route and build 
solid foundations in each sector before moving on to the next. Or you can 
attempt to escort a couple of fabricators through the Celareon dangers, 
protecting the construction ships with your large fleet. From Femto, you 
should travel into Vorlan, then Dalasi, then Natus. 


TIP: Be careful in Vorlan, regardless of which technique you employ (the slow 
build or fast rush strategy). There are Celareon starbursts surrounding the 
middle planet, plus proteus turrets protecting the jumpgates. Avoid the 
starobursts by maneuvering your fleet around the far right side of the map. 


When you arrive in Natus, you notice the Mantis have gained a foothold in the 
sector. Simply sweep the sector and destroy the Mantis infestation. Clear one 
of the planets and move a fabricator toward a vacant planet. Build a 
headquarters in the Natus system to complete the mission. You can also use 
the Celareon construction ship, the forager, and build an acropolis in Natus, 
which also completes the mission. 


Mission 11 - The Traitor 


Admiral Hawkes is sent to the nearest Terran HQ for trial. Is he really the 
Terran traitor? 


Objectives: Destroy all Mantis in the Celareon Gamma sector. Rebuild 
jumpgates on all wormholes in the Natus, Tariff, Paseo, and Abell systems. 
Build a headquarters or an acropolis in Epsilon. Takei, Steele, and Vivac must 
survive and reach Epsilon. 


You learn in the mission's opening sequence that Smirnoff is the real traitor. 
Smirnoff abandons Hawkes, setting the ship to self-destruct. Fortunately, 
Captain Blackwell appears in the nick of time and rescues Admiral Hawkes 
from certain death. You begin in the Natus sector with a massive fleet and full 
set of structures. Your orders are to retake a closed network of previously 
Celareon-controlled structures. The Mantis occupy the territories now. 


Start upgrading at the ballistics lab, hull factory, and AWS lab. You also have 
access to Celareon technology, though little room to build additional 
structures. Start harvesting Natus, then get prepared to move to an adjacent 
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region. You must travel to both adjacent systems and gain control 
with jumpgates. Start producing some heavy Terran vessels at the heavy 
shipyard to prepare for your invasion. 


There are two wormholes in Natus. You'll discover the Paseo wormhole at the 
top of the map. Thorough exploration reveals the Tariff wormhole on the right 
side of the map. When you discover these wormholes, Captain Blackwell 
interjects with a new mission objective. Admiral Hawkes and Captain 
Blackwell are trapped and need assistance reaching Corlar. This new 
objective is completely separate from your original task. In fact, you can leave 
Blackwell and Hawkes in their original position (the Grog system) while you 
conduct your business in Natus and its surrounding system. 


Objectives: Get Admiral Hawkes and Captain Blackwell to Corlar. Look for 
stragglers. Hawkes and Blackwell must survive. 


As_ stated, it's suggested that you ignore Blackwell and Hawkes and 
concentrate on resource gathering and fleet warfare in Natus and its 
surrounding systems. Once you have created a large fleet, move into Tariff. 
You'll discover Tariff Prime in the center of the map and Tariff 2 in the lower- 
right corner. Clear all the Mantis installations and defenders. Move in a 
fabricator and build a jumpgate on the wormhole to Natus. With supply lines 
active, start building structures in the region, including refineries, because 
you'll need a steady flow of incoming ore and gas. 


You may also wish to build a forager (Celareon construction ship) and 
construct the necessary Celareon structures to start producing powerful 
Celareon craft, such as the trireme and monolith. Don't forget to research all 
possible Celareon upgrades and special weapons. Assume control of Tariff 
and make sure all shipyards are sending their units here. Build a repair 
platform to refurbish your vessels after combat. Seek out the wormhole that 
connects Tariff to Paseo. Park your fleet here as you prepare the invasion of 
Paseo. 


TIP: The Mantis love to employ the spinelayer, which can wreak havoc if you 
don't prepare correctly. A minefield possesses the power to decimate a heavy 
vessel, including a key admiral. Send in infiltrators and ping for enemy 
locations. Send cheap corvettes or infiltrators as "minesweepers" to clear the 
path for your more valuable ships. 
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Search Paseo for two planets, Paseo Prime in the lower left and 

Paseo 2, a moon at the center of the top edge. Crush the Mantis resistance 
here. Send in a fabricator to build a jumpgate (don't forget to build one on the 
wormhole to Natus as well) and start harvesting on the moon and Paseo 
Prime. Don't expect the Mantis to fall easily. Cover the wormhole to Abell with 
your fleet to fend off counterattacks. Build a supply station and repair platform 
to keep your ships in top shape. 
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TIP: You'd be surprised how fast one of your key ships (the admirals or Vivac) 
can fall to a swarm of Mantis carriers. The little fighters aren't much of a threat 
in small numbers, but stack several carriers together and the fighter attack 
can become extremely deadly. Use the battleship's tempest charge to 
obliterate packed carrier groups. Keep a group of corvettes handy (but behind 
your main force to protect them) and send them in to counter the small Mantis 
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Search Paseo to discover the Abell wormhole in the upper-left portion of the 
map. Enter Abell once you have solid control of Natus, Paseo, and Tariff. 
Send minesweepers into Abell to avoid losing large chunks of your fleet to 
mines. Seek out Abell Prime in the map's center and Abell 2 in the lower-left 
corner. There are many scout carriers around Abell Prime. Use area-effect 
damage weapons (tempest charge) against them and keep vital units away 
from the fighter packs. Find the Epsilon wormhole in the upper-left corner. 


After a difficult push through Abell, Epsilon seems rather tame. There are no 
wormholes out of Epsilon except for Abell, so you are safe from any Mantis 
counterattacks. Simply move your fleet in and clear all three planets of Mantis 
structures and units. Move in a fabricator or forager and construct a 
headquarters or acropolis on one of the planets to complete the first mission 
objective. 


Now turn your attention to the Grog system, where Hawkes and Blackwell 
patiently await your assistance. You must maneuver Hawkes and Blackwell 
through several hostile sectors to Colar. Starting in Grog, move Hawkes and 
Blackwell to the top of the screen to uncover the wormhole to Sendlor. 
Destroy the jumpgate protecting the wormhole, then move into the Sendlor 
system. 


When you enter Sendlor, you spot your first stragglers. Grab the corvettes and 
the supply ship and add them to your combat group. Defend your vessels 
against the two plasma spitters nearby. Stick close to the middle and locate 
the disabled shipyard in the upper-left corner. Don't worry about it--it's more 
important that you just get through these sectors as quickly as possible. There 
are three wormholes in Sendlor: Varn on the left, Kalidon in the middle, and 
Kracus on the right. 


Move your small group into Kalidon. The map indicates some stragglers under 
attack near the top of the map. Head to the top of the map and save the 
fabricator, which can repair structures you find along the way. There are three 
wormholes in Kalidon as well: Arcturus on the top middle, Graan on the upper 
left, and Kracus on the upper right. Fly into Graan. 


From here, you just need to make it to each waypoint toward Corlar. Go to the 


upper-left corner on Graan to find Aeon. In Aeon, proceed through the 
wormhole into Lemo. From Lemo, proceed into Centaurus. Once you arrive in 
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Centaurus, locate the wormhole and fly into Corlar. Rendezvous 
with your other fleet in Corlar to complete the mission. 


Mission 12 - Survival of the Fittest 


Smirnoff is the traitor, and Blackwell saves the day again. But can Hawkes 
and Blackwell reach Earth in time? 


Objectives: The acropolis in Epsilon must survive. Blackwell and Hawkes 
must travel from Corlar to Perilon before the Mantis raiding force. Blackwell 
and Hawkes must reach Sol. Takei, Steele, Blackwell, Hawkes, Benson, and 
Vivac must survive. 


This mission also occurs in two parts, and you must adeptly manage different 
sectors in order to complete the task successfully. You must escort Blackwell 
and Hawkes from Corlar to Perilon through hostile Mantis territory. Unlike the 
previous mission, though, you can't simply leave Blackwell and Hawkes alone. 
The Mantis ships will find them and attack. Blackwell's ship is armed with a 
disruptor, which could come in handy in a pinch, but it's unlikely that you will 
be able to survive many Mantis attacks. 


Ignore Blackwell and Hawkes at first, however, and switch to the Quasili 
system. You possess a large fleet in Quasili. Organize them into a battle 
group and proceed toward the left edge of the map. Protect the wormhole 
here--it leads to Serpce, and although you can't go through it, the Mantis will 
continually send large forces through the wormhole to attack your position. 


There are a few other tasks you should complete in Quasili to make your job 
easier. You could use the light shipyard in the system to replace destroyed 
ships, but it's to your advantage to build a fabricator at the headquarters and 
disassemble the light shipyard and replace the structure with a heavy shipyard 
platform. That way you can produce much larger ships to add to your fleet in 
Quasili. You should also consider a repair platform. Don't worry about 
resources--you have plenty! 


TIP: Search the sectors and disassemble any defensive turrets. It's better to 
spend the command points on combat vessels. 


Once you are protecting the Serpce wormhole, return to Corlar and turn your 
attention to Blackwell and Hawkes. Move them up the left side in Corlar to 


co) 


GameSpot Game Guide: Conquest Frontier Wars 


locate the wormhole to Rendar. Once in Rendar, move up the left 

side, around the top, to the upper-right corner--you'll find the wormhole to 
Ghelen here. Now you just need to get Blackwell and Hawkes from Ghelen to 
Luxor. You're safe there and can repair and resupply as needed. 


The next part of the mission requires defending your territory, beginning in 
Luxor. Queue up light and heavy ships and position them in Luxor as close to 
the Ghelen wormhole as possible (at the bottom of the map). If any Mantis 
come in, they'll have to go through this defensive fleet in order to move toward 
Sol. 


After several waves of Mantis attacks in Quasili, Admiral Smirnoff enters with 
a group of Mantis craft. Target Smirnoff with all your ships. He teleports out of 
the system when he's near death. Finish off the remaining Mantis ships, then 
resupply and replace your ships as needed. Don't let anything pass into 
Epsilon. You can position a battleship at the wormhole to Epsilon to blast 
anything that attempts to sneak by. 


TIP: You have bundles of resources. Cycle through your research labs and 
purchase all upgrades. Especially acquire the tempest charge, which comes 
in handy in Quasili, because the Mantis groups arrive tightly packed and are 
vulnerable to area-effect damage. 


Move Blackwell and Hawkes into Perilon for a mission update. Send them 
from Perilon into Sol to complete the mission with success. The main mission 
concern will likely be in Quasili. You must remember to replace destroyed 
vessels and make efforts to repair damaged ships. Don't forget that you have 
several vital ships, including Vivac and Admiral Benson. Monitor their hull 
strength closely and send them to the repair bay as quickly as possible if 
they're nearly destroyed. 


Mission 13 - Remember the Alamo! 


With only a small group at their disposal, Admiral Hawkes and Captain 
Blackwell make one last stand for the future of Earth. 


Objectives: Defend Earth from Smirnoff's invasion force. You must have 
three active headquarters at all times. Blackwell and Hawkes must survive. 
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Arguably the most challenging mission so far takes place in a single 

system, Sol. Take note of the planets in Sol--they should seem familiar. The 
entire solar system is represented, including Earth's single moon. You must 
protect Sol as best as you can from the Mantis invasion. However, you will 
only lose the mission if you fail to keep three headquarters active or if 
Blackwell or Hawkes perish. You can lose every structure in the system as 
long as three headquarters remain intact! 
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Protect Earth from the Mantis invasion! 


You should organize your fleet first and foremost. Don't forget to add some 
corvettes to your group to help fight off the plentiful squadrons of small 
fighters the Mantis ships will certainly employ. Cycle through idle non-military 
ships and get the harvesters working on ore and gas. You may wish to 
construct additional harvesters because resources are fairly tight. You may 
also run out of crew if you aren't careful--consider building a naval academy 
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on an open planet. Finally, notice that many planets lack refineries. 
Erect some refineries, especially on gas giants. 


Mantis ships won't appear from the wormhole on the far right of the map. The 
Mantis are using their own wormholes, so expect them to appear anywhere in 
the system. At first, the attacks come slowly and you only have to battle a 
single group at a time. As the mission progresses, though, the Mantis escalate 
their attacks. There may be two or three groups of Mantis ships in the system 
attacking different planets. 


Remember that the headquarters are your main concern. The outer planets 
can fall as long as you can adequately defend your headquarters. Consider 
building all three headquarters on a single planet for easier defense. You 
should at least build a second headquarters on Earth or Mercury so all three 
are close together. As laser turrets fall, replace them by building them closer 
to your headquarters. Replace ships at the light and heavy shipyard--build 
missile cruisers at the light shipyard and battleships, fleet carriers, and 
dreadnoughts at the heavy shipyard. 


Upgrades play an important role during the mission, and you should acquire 
them quickly because it's unlikely that you will be able to defend the research 
labs for the entire mission. Definitely acquire the tempest charge special 
weapon, which proves invaluable with its ability to wipe out a clustered group 
of scout carriers in a single shot. 


It's wise to erect multiple laser turrets around your headquarters because the 
Mantis employ leech vessels that can take over your platforms and kamikaze 
vessels that can cause major ramming damage. Keep fabricators around your 
headquarters to begin the repair process on a moment's notice. 


After defending the sector for quite some time, Admiral Smirnoff contacts your 
group. The attack is about to become extreme. You should split your fleet into 
two or three groups so you can quickly adjust to a threat. The Mantis vessels 
and Smirnoff's enemy Terran fleet target the headquarters. You must keep the 
ships back. Don't allow them to come to you. Move your groups out to meet 
them. Keep corvettes near your headquarters to shoot down Mantis fighters. 
Use tempest charge liberally against groups of ships. 


As soon as you spot Admiral Smirnoffis mammoth dreadnought, order all 
ships to attack it. The mission ends in success if you chase Smirnoff out of the 
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system (by causing excess damage to his ship) before the Mantis 
and enemy Terran attackers manage to get you below three headquarters. 


Mission 14 - Super Weapon 


General Malkor is planning something big. Find out what that something is. 


Objectives: Destroy all Mantis installations throughout the Delta sector. 
Benson, Steele, Takei, Halsey, and Vivac must survive. 


This begins a series of long search-and-destroy missions. You must 
effectively organize your fleet, decimate Mantis ships and installations in 
adjacent sectors, keep resource production high, and continue to produce 
light and heavy ships to replace lost vessels. It's also extremely important to 
keep your admirals safe in battle. You may face large Mantis fleets at once--if 
the Mantis ships target an admiral, his or her ship could be destroyed in a 
matter of seconds. 


You begin in the Epsilon sector adjacent to Jahr and Quasili. Organize your 
fleet. Move toward the Jahr wormhole. You soon learn of another mission 
objective that requires you to go to the Draconis system. You must still 
destroy all the Mantis installations throughout the various sectors, as well as 
infiltrate Draconis and complete the objective there. 


TIP: Although there's a wormhole to Draconis in Quasili (it's adjacent to the 
Epsilon starting sector), don't send your ships through. A black hole awaits 
you on the other side and will send your units to a random location in level. 
Plus, it's easier to work your way through the sectors and save the Draconis 
objective for last. 


Objective: Use a troopship to download plans from Malkor's cocoon in the 
Draconis system. 


Start harvesting in Epsilon and be prepared to harvest in adjacent sectors. 
Purchase upgrades and special weapons as resources allow. When ready, 
proceed into Jahr with your entire fleet. Jahr contains wormholes to Obra and 
Orden, as well as scattered Mantis forces. Decimate the Mantis presence in 
Jahr. Maintain control of Jahr (build a jumpgate, a supply station, refineries, 
and so on) before sending your fleet into Orden. 


> 


GameSpot Game Guide: Conquest Frontier Wars 


Remember that you possess the ability to construct Celareon 
structures if you wish. You can then produce their ships and technology. It's 
not necessary, but it's definitely an option. You may need extra room for 
foragers to construct the Celareon structures. Use the planets in the sectors 
near Epsilon. As resources allow, begin to produce light and heavy ships and 
set their waypoint near your mobile fleet. Orden moves into Geld and Orba. 
Proceed into Orba since it connects to an already conquered sector, Jahr. 
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Orba contains more scattered Mantis units and installations. Destroy the 
voraak cannons protecting the various planets. Clear the Mantis presence 
from Orba. You'll locate wormholes to Geld and Draconis. Ignore Draconis for 
now and proceed into Geld. You'll discover more Mantis installations 
protecting the planets. Clear Geld, then return to Quasili through Orba or 
Orden. 
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Remember not to proceed into Draconis from Quasili. Instead, 
maneuver into Serpce. Clear Serpce of its Mantis inhabitants. You may need 
to harvest these new sectors to maintain a steady income of resources. Move 
steadily into Calle from Serpce. Clear the middle planet in Calle and use the 
sector as a new staging ground as you blast into Baai, Regulus, Zahl, and 
Kabel. You should clear these sectors before you maneuver into Draconis for 
the final stage of the mission. 


Here are the key sectors and their branches: 


Epsilon goes to Jahr and Quasili. 

Jahr goes to Orden and Orba. 

Orden goes to Jahr, Orba, and Geld. 

Orba goes to Jahr, Orden, and Geld. 

Geld goes to Orba, Orden, and Kabel. 
Quasili goes to Serpce and Draconis. 
Serpce goes to Calle. 

Calle goes to Draconis, Baai, and Zahl. 
Zahl goes to Calle and Baai. 

Baal goes to Regulus and Zahl. 

Regulus goes to Baai, Kabel, and Draconis. 
Kabel goes to Regulus, Draconis, and Geld. 


Be extremely careful in the regions around Draconis, including Calle, Regulus, 
and Kabel. The Mantis will launch counterattacks after you invade a sector, 
and it's easy to become overwhelmed by Mantis hive carriers, tiamats, and 
scarabs. Protect your admiral vessels well and save your game before 
entering new sectors. Protect supply lines with jumpgates and keep your ships 
supplied and repaired. Move newly constructed ships toward the front line as 
soon as possible to keep your fleet at full strength. 


Draconis isn't that tough if you've left the sector for last. Clear out the Mantis 
forces and approach Draconis Prime. Blast Malkor's vessel--he'll leave after 
suffering a specific amount of damage. Leave the cocoon intact on Draconis 
Prime. Send in a troopship to capture the cocoon on Draconis Prime to 
complete the mission objective. You fail the mission if you inadvertently 
destroy the cocoon on Draconis Prime. If the mission doesn't end, make sure 
you have cleared all the Mantis installations from the sectors. Launch probes 
inside each sector until you locate the remaining Mantis forces. 
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Mission 15 - Major Offensive 


Time is running out. The Mantis have almost completed their super weapon. 


Objectives: Destroy all Mantis installations throughout the Omega sector. 
Build a forward base in the Alto system. Takei, Steele, Halsey, Benson, and 
Vivac must survive. 


This mission is the second of three search-and-destroy missions. You must 
clear the Omega sector of all Mantis installations and units. After clearing out 
the Mantis presence, proceed into Alto for further instructions on building the 
forward base. You begin in Geld and will spot the wormhole to Nach at the 
bottom of the map. 


As you did in the previous mission, you must maneuver your fleet into each 
new sector, destroy the Mantis presence, then gain a foothold in the sector 
with resource collectors, supply stations, and repair platforms. That way, you 
don't have to retreat all the way back to Geld to refurbish your fleet. 


Here are the key sectors in the mission and their branches: 


Geld goes to Nach. 

Nach goes to Geld and Beatus. 

Beatus goes to Nach, Jovian, and Ampere. 
Ampere goes to Beatus, Jovian, and Vox. 

Jovian goes to Beatus, Ampere, Vox, and Usted. 
Vox goes to Ampere, Jovian, Deci, and Centel. 
Usted goes to Jovian and Maloti. 

Maloti goes to Usted and Centel. 

Centel goes to Maloti, Vox, Alto, Deci, and Farad. 
Deci goes to Vox, Centel, and Alto. 

Farad goes to Centel. 

Alto goes to Centel and Deci. 


Clear out Nach and be wary of the voraak cannons near the wormholes. As 
you push through into Beatus (the wormhole can be found at the bottom of the 
Nach map), start resource collecting inside Nach to keep income steady. You 
possess a decent starting fleet, so use initial resources for upgrades. Collect 
additional resources to fund more upgrades. Start producing new ships at the 
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light and heavy shipyards to replace any you lose in battle. Continue 

into Beatus and destroy the Mantis installations and units. You'll locate two 
wormholes at the bottom of the map: one leads into Jovian and the other 
leads into Ampere. 


Push into Ampere first. As you do, start expanding into Beatus with resource 
collection. Ampere contains various Mantis installations and the usual mix of 
frigates, carriers, scarabs, and tiamats. Ampere contains two wormholes, one 
to Jovian and another to Vox. Don't proceed into Vox just yet. Instead, push 
into Jovian and gain a foothold there. Jovian serves as a crossroads, and it's 
an important sector to gain, hold, and use as a staging ground for further 
attacks. 


a m 
Admiral Steele : Yes Sir. 


Target large groups of tiamats with special weapons. 


Make sure your fleet has been resupplied and repaired before moving into 
Jovian. It's a tough sector, with turret platforms and large Mantis fleets 
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protecting the planets. After eliminating the Mantis presence, protect 

the wormholes to Vox and Usted with your fleet as you move in fabricators to 
start resource collection, build supply lines, and construct repair platforms and 
supply stations as needed. This may take some time, but it's to your 
advantage to secure Jovian with a strong fleet before moving into Vox and 
Usted. 


Enter Vox next and tackle the large Mantis defensive force there. Clear the 
installations and locate the wormholes to Ampere, Deci, and Centel. Take 
control of the sector, as you'll need a fresh fleet to take over the hub sector of 
Centel. In fact, it's advisable that you move into Usted and Maloti before 
attempting to push your way into the populated Centel hub. Clear the easier 
Usted (some defenders and a couple of planets) and Maloti (some Mantis 
collector installations), then proceed into Centel. 


You'll find Centel highly populated, and you should clear adjacent sectors 
before moving inside. Make sure you have a supply and repair structure in an 
adjacent sector should you need to make a quick retreat to refurbish your 
fleet. Set waypoints for your light and heavy shipyards to rendezvous with 
your fleet in a sector near Centel. There are many enemies in Centel--target 
the carriers quickly and protect your admirals from concentrated attack. Centel 
includes wormholes to Maloti, Vox, Alto, Deci, and Farad. 


You're almost done with the mission. Before you head into Alto, clear Deci 
and Farad. Deci will be the tougher challenge, as large fleets of Mantis forces 
will enter from Alto. The Centel hub offers a nice staging ground for the push 
into Deci, Farad, and Alto. Control Centel, eliminate the Mantis presence, and 
move in fabricators to establish the sector as your new home with supply lines 
and repair platforms. Upon clearing Deci and Farad, repair and resupply your 
fleet, then move into Alto to complete the final objective. 


Objective: Build an HQ, two refineries, and two supply platforms in the Alto 
system. 


After clearing Alto of Mantis inhabitants, move in a fabricator to complete the 
mission's final objective. You must build a headquarters, two refineries, and 
two supply platforms within the Alto sector. It doesn't matter where you build 
these structures, just as long as they are contained within Alto. If you need 
resources, start collecting from your many captured sectors and wait patiently 
until your reserves build. When you possess enough resources, start 
construction and complete the mission. 
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Mission 16 - Final Countdown 


The enemy Mantis have their husks against the wall. We must finish them off 
and end these long and arduous frontier wars. 


Objectives: Destroy the Mantis super weapon. Blackwell, Hawkes, Benson, 
Takei, Steele, Halsey, and Vivac must survive. 


The final mission in the single-player campaign is largely similar to the two 
previous missions. You begin with a large fleet and many important structures, 
and you must work your way from sector to sector, clearing out the Mantis 
forces. The Mantis super weapon can be found in the Voraak sector. Avoid 
the sector and clear out all adjacent sectors before you bother with the super 
weapon. If you don't, the Mantis forces will overwhelm you after entering 
Voraak. It's much easier to clear the adjacent sectors, then proceed into 
Voraak. 


Here's the breakdown of the mission's sectors: 


Alto goes to Mog. 

Mog goes to Alto and Lago. 

Lago goes to Giga, Tare, and Mog. 

Tare goes to Octarius, Lago, and Voraak. 

Giga goes to Lago, Tare, Voraak, and Gaar. 

Gaar goes to Giga, Voraak, and lode. 

lode goes to Gaar, Voraak, and Octarius. 

Octarius goes to lode and Voraak. 

Voraak goes to Tare, Giga, Gaar, lode, and Octarius. 


You begin the final mission in Alto, which is adjacent to Mog. Maneuver your 
large starting fleet into Mog and take control of that sector. You begin with a 
force in Mog as well. Don't push it in Mog until you rendezvous with the force 
from Alto. You're very strapped for resources in the beginning of the mission-- 
clear Mog and build refineries on its two moons to collect ore. You also should 
get harvesters working on the nebulae to collect gas. Use available resources 
for upgrades until you need to replace ships or build structures. While you 
establish a presence in Mog, protect the wormhole leading into Lago. 
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TIP: You also need sensor towers or you won't be able to build new 

vessels, including harvesters. Also, you may want to dismantle one of the 
structures on the gas giant in Alto. You need gas, and the refinery can start 
collection without the need of harvesters. 


Lago contains a very difficult and well protected central planet. Make sure 
your fleet has been supplied and repaired before attempting to conquer Lago. 
Inside the sector, you will find wormholes to Giga and Tare. It's very likely that 
you are running low on gas, particularly if you are attempting to purchase 
expensive upgrades or replace heavy ships. Make sure you have harvesters 
collecting nebula gas and build refineries on all earth or gas giant planets you 
locate. 


Captain giofhwet has perished! ‘a j 
MISSION FAILURE. STAND DOWN PENDING REASSIGNMENT. 5 


Protect your admirals well or you could see this screen...a lot. 


You should now move through the sectors that surround Voraak and clear out 
all the Mantis installations and ships. Be prepared for the Mantis fleets to 
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enter from adjacent sectors or even attempt to flank you by 

attacking the sectors near Mog and Alto. You should split your fleet up so you 
can quickly adjust to any threat. Also, guard any Mantis-controlled wormholes 
in your current sector so you can quickly attack any incoming threat. Proceed 
through Tare, Giga, Octarius, lode, and Gaar and clear out the Mantis 
presence surrounding Voraak. 


Clear out the sectors adjacent to Voraak before moving into the final Mantis 
stronghold. If you do so, you will avoid many problems, primarily being 
overwhelmed by incoming Mantis forces. Voraak is difficult enough--you don't 
need more Mantis ships to battle! Protect your admirals carefully as you move 
into Voraak. 


Clear the defenses as you move toward the center planet. You receive a new 
objective once you spot Malkor's super ship in orbit around the planet. To 
activate the objective, concentrate your fire on the super ship. You soon 
realize it's impervious to your weapons. 


Objective: Build an ion cannon and use it on Malkor's super ship before he 
escapes. 


Vivac introduces you to new Celareon technology. You must build an ion 
cannon capable of penetrating the durable super ship armor. Move in 
fabricators and protect them from remaining Mantis forces, which will be 
gunning for your construction ship. Build the weapon on one of the planets in 
the sector. Complete the ion cannon, and it destroys Malkor's super ship, 
completing the final mission and the single-player campaign. 
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Appendix - Cheat Codes 


This section is a compilation of Conquest: Frontier Wars cheat codes. Keep in 
mind that these codes will unbalance the single-player campaign, making the 
game much easier or more difficult, depending on the code. To activate the 
cheat codes, press the Enter key during gameplay and type "Give the sushi to 
Sean" (case sensitive). This enables cheat mode. Type in the following codes 
to activate the respective cheat. All codes are case sensitive. 

A winner is you! - Automatically win the current mission. 

| am evil Homer - Automatically lose the current mission. 

spacebridge - Activate the mission select. 

The Master Builders - Instant construction. 

The Ultimate Doom - Suicide. 

If they could see me now - Removes the fog of war, revealing the map. 

I'll rip out your optics - Returns the fog of war. 

| can see clearly now - Reveals discoveries. 

| want a raise - Provides ore. 

Do you smell something? - Provides gas. 


The courage of the fearless crew - Provides crew. 


Some Great Reward - Maximizes resources. 
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